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Air Strike expands the proven and successful A;r 
Superiority system to encompass air strikes against 
targets on the ground. New rules cover: Terrain- 
following flight, air-to-ground attacks (including straf- 
ing and bombing), antiaircraft artillery, and surface- 
to-air missiles (SAMs). Air Strike continues ΑΓ 
Superiority's easy-to-learn format. Rules are 
presented in a programmed structure, followed by 
scenarios demonstrating their use. 

Air Strike provides 32 new aircraft for the Air 
Superiority system, including: the Warthog (A-10s), 
F-15 Strike Eagle, Harrier Il, Alpha Jet, SU-25, and 
MIG-27. Six new multi-color maps provide the varied 
and treacherous terrain over which players must find 
their targets. Included are 480 counters, represent- 
ing everything from radar sites to the most modern 
air-defense missile and gun systems in service today. 
Trucks, tanks, infantry, and other targets are provided 
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as well; but remember, on today’s battlefield, what 
can be shot at can shoot back. 

Air Strike includes 25 scenarios suitable for 
solitaire, two-player, or multi-player play. Ranging 
from the Mideast to Germany, from Afghanistan to 
Africa, these scenarios provide players with a wide 
variety of complex and interesting situations. Several 
can be played both as solitaire and as multi-player 
simulations. The briefing booklet brings players up- 
to-date on the weapons and aircraft included in this 
game. It is a helpful aid to learning the abilities and 
limitations of the aircraft and weapons in Air Strike. 

Air Strike is the second game in the Air Superiority 
series. You must have A/r Superiority in order to play 
Air Strike. 
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Designers' 
i Workshop 
until October 15. Since 1973 


Not available 
$22.00. PO Box 1646, Bloomington, IL 61702-1646 


Available at your local hobby shop or direct from GDW. (Add $1 for handling.) Send for our free catalog. 
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ISI 
ΤΗΕ EYE OF 
TAR UC 
REPORTER... 
I CANNOT LET 
MISLED. 


When you turn to page fifteen 
you will find an article that reports 
on a battle of Shogun. In some 
ways it actually does report the 
progress of the eres yet there are 
a number of errors and inconsis- 
tancies that I feel must be cleared 
up. Not for any personal reasons, 
but simply so that the record may 
be set straight, and history cor- 
rected. 


ES 


turned on anyone with whom 1 had 
a treaty. There was an instance 
where someone who was not privy 
to our secret negotiations could 
have construed my attack on Paul 


as à violation of the agreement’ 


that he and 1 had entered into. As 


I later explained to Paul, I had to | 


do it in order to help him. (Besides, 
I didn't do it again). 


Then, of course, Robbie cannot 


In the first ο” L jia no Bine: A 


- about was getting. back at me. That 
is not the way to play. the game. 
You should attack everyone fairly 
without picking on certain in- 
dividuals. I needed that castle, and 
he misunderstood. what I meant 
when. we set up our treaty. 
"eines I didi t do it again], 


Also. its 5 ‘det true that 1 talked ü 


Paul and Robbie into: attacking 
Alan. I simply pointed out to them 
both that Alan could represent a 
grave threat to their flanks. Sure. 
Alan will claim that I over-stated 
the situation, but ask Alan if it 
isn't true that I also kept pointing 
out to him what a threat Vince 
represented to his flanks. Sure. It's 


easy to forget your friends, 


especially when they're only trying 
to help out. 


Of course, sour apples' people 
will attempt to belittle certain 
people's victorys due to the fact 


that they can't stand to see certain 


people triumph time and time 
again, but the truth of the matter 
is that clever plans will overcome 
superior forces every time if the 
certain clever person is really 


- clever. In fact, some of it was 80. 


clever I can't even explain it. At 
least not without writing about 
twenty pages. Some people will go 
so far as to shout, "Dumb luck!” 


| Well... to them I can only say, 


ed at all. After I took. his - 
castle from him and kicked him off 
the continent, all he could think 


DW not one to gloat.over decisive | 
victories, but I did knock off four | 
armies all by myself, and cleverly 


opportunity. 
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EDITORIAL 


SHOGUN| 
The Editorial 


by Pete ας 


"Sticks: and stones will predica my 
bones, but names will never harm 
me, Vince!” 3 


And to Robbie... I really don't. 
appreciate the fact that you let the 
air out of my tires. How would you 
like it if that happened to you? I 
bet you world t like it one bit. 


i n 


dA won Pt belaba the point since 


outfoxed my opponents at every 


If any of you would like further. 
information on this game... Such 
as what I was thinking when I was 
playing (I call that my inner 
game), or other sure-fire strate- 
gies, contact me in care of the 
magazine. There's a lot more to 
talk about. 


MAKE THE STRATEGIC.MOVE 
AND SAVE! Send for your FREE 
Complete Gaming Catalog. 


Strategic 
Moves 


STRATEGIC MOVES - 
Dept E 


. 836 The Arcade 9 65 Weybosset Street 
Providence, Rhode Island 02903 
(401) 351-0362 
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SCENARIOS 


di 
Pete Flahive 


. Guy Sajer served with ‘The Gross Deutschland’ division during World 
War Two. He wrote a book entitled “The Forgotten Soldier in which he 
recounts his experiences in Russia. The following Squad Leader scenarios 
designed by Pete Flahive are based on passages from this book. 


'One by one, we left the last German positions, and crawled out onto the warm earth 
of no man's land. I kept my eyes glued to the hobnailed soles of the Sudenten's boots, 
trying nervously to keep in sight all that could be seen of my closest companion. From 
time to time the air ahead of me would darken with the looming shape ofa comrade who 
had to climb over some obstacle. Then a horrible gugl ως the Sudenten had lost 
sight of the fellow in front of him. 


During such moments, even naturally reflective characters suddenly feel their 
heads emptying, and nothing seems to matter except..." 


Join the ‘Gross Deutschland’ as they enter the BURNING CORRIDOR. . 
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THE BURNING CORRIDOR. 
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mili. HS Alu In Les qur T THE BREAKTHROUGH AT KONOTOP, ας 
PI ὃς purse ινα. ii ΠΠ ΠΠ 1943: During the fall of 1943 a great Russian pincer ` 
B ΕΣ x ler μα. © * ue] movement on the Eastern Front encircled the German 
μι. A Pr CE Du c 7o M | forces. The Gross Deutschland division spearheaded a 

NAA uon τς. | ' i ——{ breakthrough which extricated many of the German 
forces and broke through the containment. In order for 
the German units to be freed from the entrapment, a 
A. corridor must be created through which the German 
forces could escape. Time is of the essence as Russian. 
reinforcements are arriving, and the ring WEE soon 

| become è impregnable, : zr E 
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Vasa CONDITIONS. 


By the end of turn nine, the German must make sure 

that there are no unengaged unbroken squads : 
adjacent to any of the road hexes running through the 

center of the board. The Russian player wins by 
| preventing. the German vietory conditions. 


TURN RECORD CHART 


- Board Configuration. | 


εἰ IMG 
jets 


MMG LMG 


4-12 2 τη 
B12 B12 | 


10 2 4 


ades 


Co. C, Assault Engineer Battalion 50 


Elements of The Gross Deutschland division enter 
on any hex on the west edge of the board. 


pas quo Jm 
| i x faa Ji 


4 Elements of the Russian Third Army. Set up 


anywhere east of hexrow ‘W’. 


SPECIAL RULES | 
Germans move first and last. 
Game length is nine and one-half turns. ` 


BATTLEPLAN. #4 PEN ΜΝ τν. | || PAGES: 


| NEAR LVOV, June 1944, Often times there Was very 
4 little subtlty to the fighting on the Eastern Front. As Gross | 

| Deutschland raced to shore up the crumbling defenses in 

Ἐ the German line, Russian infantry was thrown into their 

path to stop their advance. A typical crossroads village 
must be taken and held. The orders for both sides leave πο. 
room for speculation or reflection. Take the > village and kill 
the enemy. No prisoners. | 


Board Configuration 


N> 


VICTORY CONDITIONS 


The side with the. least killed, and the most st objectives 
taken is the winner. Ὃ 


TURN RECORD CHART. - o --- ο Twelve turns, Gernian player moves first, 


[German moves first © 
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“Enter on west edge, hex 11’. 


Incapacited troops do not count for vietory points, so you must be ruthless. 
Control of a building goes to the last unit to occupy, or pass through it. 


Victory points are as follows: One point for each squad or leader eliminated, and each stone building controlled is worth five points. 


Early morning fog: For the firstsix turns the hills are shrouded in fog and visibility from any elevated level is three hexes. After turn sixthefog 
is gone and visibility is unlimited. 
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Shipping. 
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Shipping. 
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* Superb Near Letter Quality 
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Shipping. 
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James E. Meldrum 


Panzers at Kursk is Task 
Force Games' simulation of the 
massed armored action at Prochor- 
ovka, during the battle of Kursk. 
The game simulates the action in 
which the Germans won a marginal 
victory, but lost, at Hitler's bidding, 
. the armored reserve that had been 
painstakingly rebuilt after the 
disaster at Stalingrad. 'The armored 
units that were used at Kursk could 
have been used much more 
effectively to contain and crush 
Soviet advances as they did soon 
after Kursk in the Kharkov sector. 
The heavy losses sustained by the 
German armored forces were to 
have a telling effect when the 
Russians counterattacked in Pro- 
chorovka. and other sectors on July 
15th. That counterattack is the 
subject of the following scenario. 


The Soviet counterattack of 
July 15th pushed the German 
forces in the Kursk sector back to, 
and in some cases, beyond their 
starting points in this campaign. 
On August 1st, the Soviet summer 
counteroffensive began and 
succeeded in pushing the Germans 
back to the Kharkov area where a 
counterattack conducted by von 
Manstien halted the Soviet advance 
and inflicted massive losses on the 
Russian armored spearheads. If 
Hitler had not wasted the armored 
reserve at Kursk, attacks like those 
conducted by von Manstien might 
have halted the Soviet advance and 
changed the conduct of the war in 
the East. 


PANZERS AT KURSK 


The following scenario begins 
approximately one week after the 
historical situation depicted in Ar- 
mor at Kursk. Now, the roles are 
reversed; the Soviets are now the 
attackers and must push the 
Germans off the south map edge. As 
such, this scenario represents the 
last phase of the Battle of Kursk. 
For both sides a number of units 
have been deleted from the counter- 
mix; these represent losses taken by 
each side during the previous 
week's fighting. Because the 
Soviets could replace these losses 
more quickly, their losses are less 
apparent than those of the Ger- 
mans. 


Certain town hexes have been 
designated as German "strong 
points". These are not actual field 
fortifications but rather hastily 
fortified areas where German units 


were dug in, and upon which they 


would base the defense of the 
sector.All rules for Armor at 


Kursk are in effect except where | 


listed exceptions appear. 
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THE SOVIET 
COUNTERATTACK 
OF JULY 15th | 


This action, taking place in the 
Prochorovka area, is a prelude to 
what the Germans would face in the 
August counteroffensive. 


SOVIET INITIAL FORCES 
AND DEPLOYMENT 


All Soviet units are placed as in | 
the original scenario except that all 
units must be placed north of] 
hexrow XX18, inclusive. 

All units of the 31st Brigade, 
and (1) 2-3-6, (1) 8-6, and (2) 6-7 
are removed from any one unit or 
from several units of the Soviet 
player’s choice. All units of the 
33rd Mechanized Corps must begin 
the game.on the map. 


GERMAN INITIAL FORCES 
AND DEPLOYMENT 


The following German units are | 
removed from the countermix. At 
least five of these must come from | 
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PANZERS AT KURSK 


the Ist SS Division; the remainder - 
may be taken from other units. 
They are: (2) 10-4, (1) 9-7, (1) 3-6- 
. 7, (1) 6-6, (2) 3-5-6, (2) 4-6-7, (3) 7- 
6, and (2) A-3-4. 

All Germans set up as in the 
original scenario except that they 
must set up south of XX 17 hexrow, 


inclusive. Hex 0518 is a German 


strong point. 
$ 


GAME LENGTH 
AND REINFORCEMENTS 


The game consists of eight 
game turns, and there are no 
reinforcements. | 


SPECIAL RULES . 
(1) The Soviets always move 


first each turn. No initiative 
determination is necessary. 


(2) One German infantry or 
engineer unit must be 
deployed in each of the fol- 
lowing strong point hexes: _ 
0518, 1317, 1817, and all 
hexes of Bogoroditskoye. 
These may be vacated after 
the end of Game Turn 2, but 
until then the Germans 


must keep a unit in these 


locations. Rule 5.212 is 
used, but the defense bonus 
for all German infantry, or 


engineers is doubled in 


these hexes. 


(3) A German pontoon bridge 
exists in hex 2413, and 
units may move across the 
river. | 


SOVIET: | 


VICTORY CON DITIONS | 


The Soviets win by exit: | 
ing the equivalent of a | 
brigade from the south | 
map edge (9 units, only | - 
3 of which máy | be artil- | a 
lery). | " 


GERMAN: The Girmans win T 
| preventing the Soviet | . 
victory conditions. Ἢ 


As an alternative scenario, both 
sides may use free deployment and 
place their forces anywhere on the 
mapsheet as long as they are 
placed on the designated portions 
of the map, and on the designated 
strong points. This simulates 
battlefield confusion existing in the 
aftermath of fighting. | 


| M Announcing...- 
OPERATION: CONTACT 


A computer assisted service to - 
help Amercian wargamers find 
opponents in their area. 


Operation: Contact is a U.S. 
mailing of computer sorted 
Opponents Wanted ads 
produced every 6-weeks for its 
paid subscribers. Each list pro- 
vides at least five of the closest 
wargamers (and clubs) seeking 
opponents in your area, their 
areas of wargaming interests, 
addresses and phone numbers. 


Operation: Contact is a 
service of D.S. Computing and is 
endorsed by all of the following 
wargaming magazines: 

 Battleplan — 
CounterAttack 
Fire & Movement 
The Grenadier 
Strategy & Tactics 
The Wargamer 

To get all the information plus your 
"enlistment papers" for OPERATION: 
| CONTACT, send a self addressed, stamped 
return enviope to: D.S. Computing, Attn. 
OPERATION: CONTACT, Ρ.Ο. Box 2434, 
Sante ES ως CA 90670. 
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by Rick Young 


The following isa variant on the 
campaign game rules found in 
GDW's Blue Max game. These 


changes will allow someone to 


[attain the twenty kills necessary to 
be awarded La Pour le Merite with- 
out having to throw away the pilot 
kill chits that were included in the 
game. . 


For those of you who have never. 
played Blue Max, the game is a 
simple air combat game using a two 
dimensional maneuver system. The 
game is fun played one on one, but 
really comes into its own when 
there are three to six players on 
each side. 


For the purpose of playing this 
campaign variant, certain rules 
have to be suspended, others modi- 
fied, and some new ones added. 


RULES TO BE SUSPENDED 


Secrecy - Due to the fact that in a 
large group there is bound to beone 
lor two that cheat, damage picks 
must be open, and a pilot's aircraft 
record sheets must be open for 
review. | | 


Formation Flying - This rule is 
too easily abused. 


Green Pilots - This rule that pre- 
|cludes a pilot from tailing or per- 
forming restricted maneuvers prior 
to his amassing fifty experience 
points has to be suspended if you 
want to gain new players after the 
campaign has begun. 


RULES TO MODIFY 


Time - Rather than play two 
games for each simulated month, 
roll three dice at the end of each 
game with the combined score 
equaling the number of days be- 
tween games. 


Sides - If it is necessary, due to 
the absence of other players, for a 
player to switch sides during the 
campaign, reward him with ten 
experience points for his regular 
pilot for each mission that he flies 
for the other side. In this way he is 


partially compensated for not being. 


able to fly his primary pilot. 


Aircraft - Rather than allowing 
a pilot to freely trade in his plane 
when a new type becomes available, 
each pilot must keep his plane until 


itis shot down. At that time he rolls 


on the Auailability Table and draws 
the aircraft listed. Aces do not have 
to roll a die. Rather, they have their 
choice of available aircraft for the 


table. If a pilot is unhappy with 


ΒΑΤΤΙΕΡΙΑΝ #4 


BLUE MAX | uN Eg 


what he receives, he may expend a 
hero point and take any plane listed 
on the current, or any previous 
table. i 


ADDITIONAL RULES 


Hero Points - Each pilot starts 
his first flight with one hero point 
(HP) and more may be accumulated . 
during play. An HP may be used to 
exchange a damage chit for one that 
is (hopefully) less damaging, or to 
trade in an aircraft for one more to 
your liking, or to modify your die 
roll on the Crash Table. For every 
fifty experience points gained up to 
500, an HP is awarded to the pilot 
at the completion of the mission. 
After 500 experience points have > 
been accrued, an HP is awarded for 
every 100 experience points gained 
up to 1,000. After 1,000 experience 


points have been accrued, no more 
 HP's are awarded for experience 
A points gained. One bonus HP is 
three month period listed on the | 


awarded for every multiple of five 
kills attained. | 


BATTLEPLAN #4 . 


[BLUE MAX 


When a plane is shot down as 
the result of a "Pilot Killed" or the 
"Explode!" chit, that pilot is killed 
and a new pilot with one HP and no 
experience may be started for that 


player in the next mission. If the. 


5 


DIE 
ROLL 


Crash landing 
Crash landing 
Crash landing 
Crash landing 
Crash landing 
. Crash landing 
. Crash landing 
Crash landing 


CRASH TABLE 


plane is shot down because it runs 
out of boxes in the fuselage, tail, or 
wing sections on the Aircraft 
Record sheet, than the victim rolls 


two dice and compares the results 


on the Crash Landing table. After 


CRASH TABLE 


RESULT 
Safe landing 
Crash landing 
Crash landing 
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the die is rolled, the result may be 
modified by expending one or more|. 
of the pilot's HPs. Each point spent | 

reduces the number rolled by one. - 


(Rob opponent of victory) 

(Injured on a 6 for 1D6 days) 
(Injured on a 5-6 for 1D6 days) 
(Injured on a 4-6 for 1D6 days) 
(Injured on a 3-6 for 1D6 x 2days) 
(Injured on a 2-6 for 1D6 x 2days) 
(Injury automatic for 1D6 x 2 days) 
(Injury automatic for 2D6 x 2 days) 
(Injury automatic for 3D6 x 2 days) 
(Pilot killed) 

(Pilot killed) 


VOLUNTARY CRASH LANDING 


If a plane is gliding due to one 


factor or another, and it is behind 
its own start line, the pilot may 
elect to erash land. Use the Crash 
Landing table. and subtract four 
from the dice roll. Gliding is the 
only situation in which a pilot may 
voluntarily crash land. A plane that 


voluntarily crash lands is not 


recorded as a victory. If a pilot 
chooses to crash land, he must 
resolve his attempt and remove his 
plane from the board before the 
Maneuver Selection Step so that 
everyone may write their 
maneuver, knowing that his plane 


will not be on the board. If someone 
has placed a finish marker behind | 
his plane before the crash landing is | 
resolved, that player may change 
his mind and remove the finished 
marker from his plane. 
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BLUE MAX 


If fewer than ten days have plane that he will fly before his new 


JUNK PLANES 
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. BATTLEPLAN #4- 


may sit out the next mission, or he 


elapsed since a pilot lost his plane plane arrives. An ace has the choice may expend an HP and take his| 


in a crash landing, that pilot must of which plane he will fly. If a pilot 


roll on the Junk Plane table for the is afraid to fly what is available, he 


choice from the available table. 


GERMAN AIRCRAFT AVAILABILITY TABLE 


DIE | Jan., 1917 
ROLL through 
Mar., 1917 
1-3 Alb D.H ` 
A Alb D. III 
ο — Alb D. Hl 
6 


. Alb D. HI 


Jan., 1918 


DIE through 
ROLL Mar., 1918 
1-3 - Alb D. Va 
4 | Alb D. Va 
5 Fok Dr.I 
6 Pfalz D. HI 


April, 1917 


through 
June, 1917 


Alb D. IH 
Alb D. IH 
Alb D. IH 
Alb. D. Va 


April, 1918 


through 
June, 1918 


. Fok D. VH 
JA S-S DAI 


Pfalz D. III 
Pfalz D. XH 


July, 1917 
through 
Sept., 1917 


AJ D AR 
Halb tas 


Fok Dr. I 
Pfalz D. Hla 


July, 1918 — 


through 


Sept., 1918 


FokD. VIH 
O SSDI 


Pfalz D. XH 
Pfalz D. XII 


Oct., 1917 


through 
Dec., 1917 


— AlbD.Va 


- Alb D. να 
Fok Dr.I 
Pfalz D. Hla 


Oct., 1918. 


through 


Nov., 1918 


Fok D. VII 
S-S D. IV 
Pfalz D. XII 
Pfalz D. XII 


BRITISH AIRCRAFT AVAILABILITY TABLE 


DIE Jan., 1917 
ROLL through 
E Mar., 1917 
1-3 Spad VII 
2 Nieu 17. 
5 . Nieu 17** 
6. Sop Triplane 
| Jan., 1918. 
DIE -> through 
ROLL Mar., 1918 
1-3 ||. S.E 5a o 
4 ^ μι. Od: | 
5 Sop Camel |. 
6 


Sop Camel 


April, 1917 
through 
June, 1917 


Spad VII 
Bristol F. 2B 
Nieu 17** 
Sop Triplane 


April, 1918 
through 
June, 1918 


S. E. 5a 
 S.E.5a 
Sop Camel 


. Sop Camel 


July, 1917. 
through © 
Sept., 1917 


S. E. 5a 
Sop Camel 
Sop Camel 

Nieu 17** 


July, 1918 


through 


Sept., 1918 


S. E. 5a 
Sop Camel 
Sop Camel 
Sop Snipe 


Oct., 1917 
through . 
Dec., 1917 


S. E. 5a 
S. E. 5a 
Sop Camel 
Sop Camel 


Oct., 1918 
through 
Nov., 1918 


Sop Snipe 
S. E. 5a 
S. E. 5a 

Sop Camel 


**Nieuport 17 with 1 fL in addition. 
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BLUE MAX | 


DIE 
ROLL 


JUNK PLANES 


13 PAGE. 


GERMAN JUNK AIRCRAFT TABLE 


Jan., 1917 
through 
Mar., 1917 


Alb D. 1H (1) 
Alb D. III (2) 
Alb D. HI (3) 
-Alb D. HI (4) 


Jan., 1918. 
through 
Mar., 1918 


Alb D. IH 
Halb IIa 
Alb D. Va (1) 


. Alb D. Va (1) 


BRITISH JUNK AIRCRAFT TABLE - 


Jan., 1917 
through 
Mar., 1917 


Spad VII (1) 
Nieu 17 (1) 
Nieu 17 (4) 

Sop Triplane (1) 


Jan., 1918 
through 
Mar., 1918 


S. E. 5a (1) 

S. E. 5a (2) 
Sop Camel (3) 
Sop Camel (4) 


April, 1917 
through 
June, 1917. 


Alb D. ΠΙ (1) ; 
Alb D. II (3) 
Alb D. Π (3) 
Alb D. HI (4) 


April, 1918 


. through 


June, 1918 


Alb D. HI 
Fok Dr. I 
Alb D. Va 
Alb D. Va | 


July, 1918 — 


July, 1917 
through 
Sept., 1917 


Alb D. HE 
Alb D. III 
Alb D. Va (1) 


ο Alb.D. Va(1) |. 


through | 
Sept., 1918 


Alb D. Va: 
Alb D. IH 
Pfalz D. II 
Pfalz D. ΠΙ 


April 1917 July, 1917 
through through 
June, 1917 Sept., 1917 Ἢ 

Spad VII (1) Spad VII 

Nieu 17 (1) . Nieu 17 ` 

Nieu 17 (4) . Bristol F. 2B 

Sop Triplane (1) Sop Triplane 
April, 1918 July,1918 - 
through through 

June, 1918 Sept., 1918 

S. E. 5a (1) S. E. 5a (1) 

S. E. 5a (2) S. E. 5a (2) © 
Sop Came! (3) Sop Camel (83)  - 
Sop Camel (4) ‘Sop Camel (4) 

NOTES: 


Oct., 1917 
through 
Dec., 1917 


Halb Πα 
Alb D. Va (1) 
Alb. D. Va (1) 


. Oct., 1918 


through . 


. Nov., 1918 
— Alb D. Va. 


Alb D. III 
Pfalz D. IM 


. Pfalz D. IH 


Oct., 1917 
through 


Dec., 1917 


Spad VII 
. Nieu 17** - 


. Bristol F: 2B 


Sop Triplane 


Oct., 1918: 


through 


-Nov., 1918 


S. E. 5a (1) 
S. E. 5a (2) 
Sop Camel (3) 


Sop Camel (4) 


(1) May not do restricted maneuvers | 

(2) May not do non-repeatable maneuvers 
(3) Only one machine gun 
(4) May not do speed 3 or 4 maneuvers 
** Nieuport 17 with 1 fL in addition 
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BATTLEPLAN #4. 


SHOGUN 


. Players: 
Vince DeNardo 
Alan Emrich 

- Pete Flahive 
Paul Matsumoto 
Robbie Robberson 


| Article by: Alan Emrich 


[Authors Note: The most diffi- 


cult part of writing this article was. 


keeping the Editor, a player in this 
game; 


as an ally. With the truth as my only 
defense, I have told it like it was. 
Never trust Pete to watch your back 
in a diplomatic gamel] :: 

; Shogun is Milton Bradley” 5 
newest in their GAMEMASTER 
| Series (Axis & Allies and Fortress 
America being the other two). 
While a complete review is in Fire & 


Movement #55, suffice it say, as you 


will gather from. reading this game 
replay, that IRE is considerable 


from deleting the near 
libelous statements about his worth 


fun and excitement in that huge 


- game box, and a lot of play value! — 


| Turn One 
In the beginning, LM 
there v was chaos... 2 ^ zx 


With the province cards dealt: 
out randomly (a la Risk!), initial 


-eross-table diplomacy. found Pete 
exchanging harsh words, full of 


territorial demands, with Vince. 
During the Plan Phase, as can 
be seen by the table, there were 
three basic first turn strategies at 
work. Paul and Pete opted for the 
maximum amount of troop levies 
possible, Vince and Alan fortified 


and levied, while Robbie invested in ` 


going first and levying. 
On the first turn of the game, no 
province which contains an army' 


may be attacked. Thus, where a 


Daimyo stands, the ground is safe. 
for the first turn. 
Therefore, on turn one, players 


strive to carve out their own “safe” 


corner of Japan, their power base 


whieh will senaat koka for ‘them: | 
and to which they retreat in safety.. 


' illustration, Robbie consolidated on. 


“main island). 


Robbie off the southern end of 


islands) which is not what one 


As can be seen in, the 
the islands of Kyushu (the southern 


most) and Shikoku (the. smallest 


Interestingly, Pete' 8 first turn. 
was largely spent clearing Alan and. 


Honshu (the largest of the Japanese 


would have expected after all of the. 
“sabre (or is that Samurai sword?) | 
rattling with Vince. 
©. Vince and Alan, meanwhile, 
tried to consolidate in northern 
Honshu. 

Ἡ was ‘Paul His rócked thé boat 
on turn one. Alan, who had a non- 
aggression pact with Paul, left too 
tempting of a target with a lightly 
garrisoned castle in Kawachi. With 
considerable pluck and daring (and 
after a particularly bloody assault), 
the castle fell to Paul's treachery 
and Alan’s honor demanded 
vengeance. The first blood enemies 
- had been made. 
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SHOGUN 


Player (in 


Robbie 1 0 
Ροίο 


0 0 
Vince | 0 | 2 
Alan | 0 2 
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FIRST ROUND 
EXAMPLE 


ACTION 1: PLAN 


During Action 1: Plan, all players 
secretly allocate their koku, then 
turn their trays around to reveal 
where they placed their koku. 


In this example, players Pink and 
Gray allocate their 5 koku as 
shown at right. 


Player Pink allocates 1 koku to 
his TAKE SWORDS bin, and . 

4 koku to his LEVY UNITS bin. 
Player Gray allocates 5 koku to his 
LEVY UNITS bin, and 2 koku 

to his HIRE NINJA bin. 
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Koku Spent For | b 
turn order): Swords Building Levy Ronin Ninja 
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Swords | Ninja 
Levy Units 
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Take GRAY'S TRAY 
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Turn Two 
Blood Feud and Vultures 


Alan began by investing in 
moving before Paul on this turn. 
With a score to settle, rather than 
engaging Paul's armies in glorious 
combat, Alan opted to reduce the 
size of Paul's empire by picking off 
weakly garrisoned provinces. Alan's 
strategy was twofold: 1. Gain "cheap 
and easy" victories to advance his 
Daimyo's experience levels, and 2. 
to reduce Paul's economic ability to 
wage war on Alan in return. 

Paul, however, moving second, 
was less afraid of engaging Alan 
decisively with his armies, and 
threw them at Alan without mercy. 
This was made possible by an 


alliance with Pete, thus securing 
Paul's rear. 

While one of Paul's three armies 
moved from Shinano to Mino and 
was barely defeated by Alan in the 
bloody battle of Ise (only Paul's 
Daimyo remained of his army 
there), Paul's army in the fortified 
province of Tamba, along with four 
hired Ronin units, crushed Alan's 
forces in Settsu. For Alan, only 
Paul's head on a pike would settle 


matters, as the honor of a Samurai 


demands! 

Paul's weakened army returned 
to Shinano, picking up stragglers 
along the way, where Pete swooped 


down on it and erased it from the 


map. (So much for what you get by 
trusting Pete to secure your rear!). 
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Naturally, Pete had moral 
justification. He said he was just 
"tidying up his lines." 

While Alan smiled at seeing 
Paul brought low, during Vince's 
turn, Pete's weakened army which 
had just vanquished Paul, was in 
turn crushed by Vince as he moved 
into the mainland of Honshu. 
Interestingly, Vince was also build- 
ing up a base on Shikoku, away 
from his main effort in northern 
Honshu. . 

. Robbie, for his part, did nothing 
but wait, watch, and avoid making 
enemies. Ultimately, he cut a peace 
pact with Pete (people never learn!) 
which defined their borders on the 
islands and allowed for each to gain 
“cheap victories” for their daimyos 
at the expense of the other. 


Turn Two Planning and Player Order 


Player (in 
‘turn order): 
Alan 
Paul 
Pete 
Robbie 
Vinee 
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| Turn Three - a 
 Gasping, Grasping and- 
; Consolidation T 
. By ΠΝ of the, draw. on. one 
| invented koku in. Drawing Swords), 
| Paul went first on turn three. After 
| raising the defenses of his castle in 
| Tamba to a fortress. (citing, unargu- 
ably, that if. Pete. were. on. your 
| border with a non- -aggression. pact, 


| consolidate his position.and win a 
| couple of easy victories with his two 
| remaining armies (naturally, those 
| victories. were won at Alan's ex- 


lead, but it was not to last. 


total war on Pete. He only managed 
| to take two areas. from. Fete. who, 


player Gin 
turn order); 
Paul . 
Vince 
Alan ` 
Robbie 


| you'd fortify it toa), he set out only. to 


| pense!). Paul entered turn two in the 


"Vince, went second, declaring ; 


. Swords, 


although moving last, managed. to 
nick three back from Vince! Vince 


did. manage to. beat Alan in an 
. attack. on his garrison in Kii from 
the Shikoku province of Awa, thus 
extending his; power base on 
Shikoku to the mainland of Honshu: 
Alan moved third. and. again 
hurled himself. blindly at. Paul. 
While coming out ahead: in. an 
exchange of territories: 'with Paul 
this turn, Alan also managed: to 
consolidate. his rear: somewhat, 
taking some.areas from Pete and 
Vince. Suddenly, Alan found him- . 
self "in the lead” with the most 
areas. Like Paul before him, Just as 
suddenly, it:would end. ege 
Robbie moved: fourth and 


PARY consolidated his d 


Dog 


"Turn Three Planning and | Player Order. 


Koku πο For 
Buildin 2 Lev 


y MAKASA EC HIZEN. 


bu - 
TUM 


ia 


KAM AC FH ] 
i f 


&: 20] 


aan 4 


PA. 


SHIMA 
. 2 


y Oz 
IDA. τν = 
; SHINANO? ο 


^X ye Ie 
i > ; f. e η 
e ia . y MIKAWA JJ - z 


BATTLEPLAN #4 


on Kyushu, sniping into Pete’s back 
on the:southern tip of Honshu. His. 
big attack was an invasion of 
Honshu in the area of Kii on the 
western peninsula, where Alan had 
previously built the corner of his 
empire (before Paul took it from him 
this turn), and which Vince current- | 
ly occupied. The invasion succeeded 
and Robbie established himself in a 
position to. knife either Alan or 
Paul in the back. After Robbie's 
landing, the diplomacy flew fast and 
furious: | 

Pete mowed. last; ds. as can 
often happen, moving last had the 
advantage of grabbing a lot of 
weakly held provinces just before 
the turn ends. Fortunately for Alan, 
this was largely done: at.the. expense 
of Vince. TEE 
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Turn Four | 
Alan's Head vs. A Brick Wall 


Turn four opened up with a 
board full of level two Daimyos. 
| This means that they may now 
move two areas before and after 
combat, and conduct two battles! 
Therefore, the players all plan for 
more extended (and far, far riskier) 
campaigns with their armies. 

Robbie began during the build 
phase by raising a castle in Iwami, 
thus anchoring his position in 
southern Honshu and helping to 
sécure his"negotiated" border with 
Pete. It is also important to note 
that Alan and Paul tied in their bid 
for the ninja piece, so neither would 
receive his services this turn. 

Pete opened up the campaign 
with a so called "limited war" 
against Robbie, by attacking the 
"offending castle" just built in his 


rear at Iwami. The castle fell altera 


fairly bloody assault, leaving Pete 
half an army inside to defend it 
while Robbie was left with one less 
army on the board! Pete also 
launched his regular attack on 
Vince, this time by invading the 
island of Shikoku. : 

Robbie went second and, cowed, 
renegotiated his border with Pete. 
Basically, Robbie just laid low (after 


being laid low in the battle of Iwami 


castle) and didn't attack anyone. 
Vince went third and set out on 
a crusade to "end Pete in our time." 
He did manage to take four of Pete's 
territories in northeast Honshu, 
including the island of Sado and the 
critical defensive - peninsula of 
Noto. Vince made 'good his attacks 
and strongly secured his borders. He 
also attacked with his army out of 


Ανα, denying Pete the province of : 


Sanuki on the island of Shikoku, 


leaving Pete's army trapped there i in | 
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the province of Iyo. 

Alan, going fourth and with the 
considerable aid of Ronin, launched 
a surprise invasion of Paul's terri- 
tories to regain his old Kawachi 
home. The castle Paul took there 


from Alan on the first turn held, 


however, against a furious assault 
and Alan was bloodily repulsed. The 
sun began to set on Alan's empire 
after this. disaster from which he 
could never recover. | 

Paul finished the turn with a 
massive counterattack on Alan, 
marching over all of Alan's previous 
gains made over Paul during the 
last two turns, generally burning 


Alan's empire to ashes. As fortunes 


waxed and waned, the next turn 
would seal the fate of Alan's 
crumbling empire. | 

The only question left was, who 
would reap the benefits of his fall? 


Turn Four Planning and Player Order 


Player (in 


Pete 

Robbie 
. Vince 

Alan 
Paul 
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Turn Five 
_ Et tu, Vinny? 


Satisfied with their status on 
the board, no one bid on swords, but 
both Pete and Robbie opted to build 
new castles. Not surprisingly, they 
both placed them in territories 
opposite each other, Bungo and lyo, 
located on the islands of Kyushu 
and Shikoku respectively ("trust 
everyone, but fortify your borders"). 

Vince made a complete alliance 
with Alan, promising total and 
assured 100% mutual support 
against both Pau! and Pete until 
they were dead. With the battle 
lines already drawn, only the 
swords remained to be unsheathed. 

Again, by luck of the draw, Paul 

went first, and Paul had managed to 
| hire the ninja, outbidding Alan who 
was desperate for his services. 

Paul opened by trying to purge 
Alan's army at Shima. Cornered, 
Alan fought a see saw battle with 


Paul that had the table screaming 
like the crowds in the Roman 
Coliseum. Paul, the attacker, start- 
ed losing the battle, but rather than 
give Alan the satisfaction of calling 
off a lost cause, Paul breathed a 
quiet "banzai" and pressed the 
attack. 

In an instant the battle turned 
against Alan. When the dust 
cleared, only the Daimyos on both 
sides remained standing. Now, 
called out in single combat on a field 
littered with two fallen armies, the 
Daimyos faced each other. Fate 
decreed neither player should win. 


Both Daimyos eliminated each 


other, and Paul and Alan had both 
lost their second armies. 

Now both Paul and Alan were 
vulnerable to elimination because 
they were down to only one army 
each. When the last army goes, 
whoever eliminated it would take 
that person's pieces and territories. 

Vince, moving second, seized 
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the opportunity. With Paul's last 
army sitting inside a fortress, 
Alan's army in the field became too 
tempting a target for Vince's 
promise of a life long alliance to last. 
Stabbed utterly in the. back, Alan's 
final army was destroyed by his last 
and only “true” ally. As Vince 
collected Alan's province cards, all 
Alan could say was "Et tu, Vinny?" 

Pete went third attacking Vince 
with a vengence, capturing seven 
territories from him in one turn, 
with the primary attack coming 
from Oki onto the mainland of 
Honshu through Noto. This man- 
euver pitted Pete's superior army 
against Vince's weakest one, which 
died in battle against Pete's inva- 
sion forces. 

Robbie went last, reestablishing 
himself on Honshu by way of Kii. In 
the end, Paul was surrounded and 
vulnerable due to being down to his 
last army, but it was strong in the 
fortress lamba. 


Turn Five Planning and Player Order 


Player (in 
turn order): 

Paul 
Vince 
Pete 
Alan 
Robbie 
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Turn Six 
The Campaign of the 
Northern Marches 


Paul began by taking last turn's 


unemployed ninja and spying on 
Vince's builds. No one butlt castles 
or fortresses, but Paul did rehire the 
ninja for the turn. 

Pete, by bidding for swords, 
went first and slammed again into 
Vince's large, but unconsolidated 
new empire. Seizing his three value 
Daimyo in Izumo and marching him 
into Kaga for battle, and with the 
massive reinforcement of eight 
Ronin units, Pete marched straight 
for Vince's weakest army in 


Shinano. Vince, also, had eight 
Ronin, but the battle, while 
massive, was won by Pete (who took 
unusually light losses). Thus, the 
only army on the entire northern 
half of the board was Pete's, and the 
only thing facing it were the 
provincial garrisons of Vince and 
Paul. It would just be a matter of 
time before they would be vacuumed 
up and the game decided. 

Vince attacked second, but was 
fairly limited to engaging Pete's 
forces on the island of Shikoku. In 
the end, his army marched back into 
his fortress at Awa and pondered 
their plight. 
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threatening all comers with the 
ninja. Being left alone and leaving 
everyone alone, Paul built a 
massive army up in lamba and 
awaited the next turn. 

Robbie decided to invade Pete's 
stronghold on southern Honshu by 
invading Suo. This was followed by 
a successful attack on his old castle 
at Iwami, where Robbie's army 
rested while his last army deployed 
in Bungo opposite Pete's fort in Iyo. | 

The battle lines were drawn, but 
clearly Pete was the threat and the 
other three players knew it. Each 
having been stabbed by Pete at this 


- point, set their sights on him. 
Paul sat completely tight, 


Turn Six Planning and Player Order 


| Player (in 

| turn order): 
Pete — 
Vince 
Paul 
Robbie 
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Turn Seven 
A Brilliant Coup 
(But Not Brilliant Enough!) 


Three critical decisions were 
determined before the first army 
ever maneuvered on turn seven. 
First, Vince outbid Pete for swords 
so as to move first. Second, both Pete 
and Vince fortified their castles on 
Shikoku, so their armies there were 
in virtually impregnable defensive 
positions. Finally, Paul got the 
ninja again, after using it to spy on 
Vince for the second turn in a row. 

The game was decided by two 
maneuvers and a coup. 

The first maneuver belonged to 
Vince, who decided he wouldn't just 


| sit in his fortress and let Pete win 


|the game, and so, setting an 


example for the other players, Vince 
launched-his final army (with a 
level three Daimyo) into the heart of 


Turn Seven Planning and Player Order 


Player (in 
turn order): 
Vince 
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Pete 
Robbie 
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through Pete from Awa to Awaii 
through Harima and finally at- 
tacked Bizun, the coup fell. 
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- Pete's empire. As the army marched 


As Vince's army was looting 


Harima, preparing to head back 
through Bizun and end his turn in 
the fortified protection of Awa, Paul 
unleashed the ninja and assass- 
inated Vince's Daimyo, leaving the 
army stranded on the mainland at 
Harima, surrounded and exposed in 
the open with both Pete and Paul's 
huge armies ready to strike. 

Pete, however, was to move 
second, and siezed the opportunity. 
Taking his largest army from lyo, 
he marched it through Sanuki, 
across to Bizun and then attacked 
Vince's forces at Harima. The 
victory was Pete's who, after 
collecting Vince's province cards, 
had won the game. 
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While Paul's use of the ninja. 
was perfect in it's devising and 
execution, the plan fell short by one 
area. Had Vince's army been 
allowed to march into Bizun before 
being “ninja'd,” then Pete's army on 
Iyo would have had to invade across 
the water to attack it (this would | 
allow Vince a free combat round on 
Pete's army before the battle 
started). Thus, the issue would have | 
been much more in doubt and, if 
Pete lost, Paul could have easily 
taken his hordes of forces from 
Tamba, knocked Vince out himself, 
and been in an excellent position to 
press the attack on Pete and win the | 


player out, all of your dead Daimyos | 
get replaced, giving you a lot of 
staying power on the board). 

Oh, well. Brilliant, Paul, but not 
brilliant enough. Congratulations, 
Pete! 


Ninja 
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Player's Notes 
for Shogun 


First, never trust Vince if you 
ever play him in a game with any 
diplomacy at all! (Talk about stab- 
bed in the back). 

Otherwise, strive to stay 
concentrated and try to end your 
armies' moves on castles or 
fortifications. In this way, they are 
‘much harder to eliminate and you'll 
survive much longer in the pame 
(look at Paul). . 

-- Alan Emrich 


Try to secure your flanks 
diplomatically, and strive to make 
at least one really strong alliance 
that you can expect to last 
throughout the game. Fighting two 
fronts is a sure way to lose! 

Don't be afraid to create your 
own opportunities, and try to plan 
|two turns in advance. 

You should also never 
anyone, especially Vince, Robbie, 
Paul and Alan! 

. -- Pete Flahive 


trust: 


In the first part of the game, try 
to consolidate your forces into one or 
two spheres of power. Then form the 
alliances you need to “secure” one of 
them which you will use as your 
power base for the bulk of the game. 
Tactically, it helps to load your 
armies up with bowmen and 


gunners, as they inflict losses before 


ground combat begins. Also, when 
levying units, place them. in the 
provinces surrounding armies so as 
the armies move, they can vacuum 
replacements into their ranks. This 
builds a large army fast. 

One last tip, never trust Pete! 

-- Vince DeNardo 


1 found the ninja particularly 
useful in surviving when I had only 


one army. The threat of being 


"ninja'd" was my most effective 
weapon. The ninja is still an 
unknown; it kept me alive when I 
was vulnerable, and almost let me 


win the game. I don't know how 


valuable it is in the beginning of the 


game, however, but in the end game ` 


it can be crucial (especially as 


(αν. Yanks, and watch out because 


BREAKOUT! magazine | 


comes to North America!! 


Australia's premier quarterly adventure 
gaming journal, BREAKOUT! magazine, 


is now being made generally available to : 


North American Readers for the first time 
ever! What? You've never heard of 
BREAKOUT! magazine?! Relax, mate, 
and read all about it... 


* Over five years of publishing in 
Australia. 

* 48 full size pages each issue. 

* Covers wargames (miniatures, board 
and computer). 

* Covers all kinds of fantasy gaming. 
(role-playing, etc.). 

* Covers play-by-mail gaming. 

* Reviews products and conventions. 

— * Often includes variants, modules and 

scenarios. 

* Gives you an AS s eye view of - 
the world (upside down!). 


- Circle Reader Service 4 7 


BREAKOUT! ME is available in 


better hobby and game stores throughout 


the States and Canada. If you don't see it 
there, ask them to get it for you or you 
can get BREAKOUT! directly from 
our importers. 


Sample copies are $3.50 each. A four- 
issue one year subscription is only $12.50, 


while an eight-issue two year subscription _ 


is just $23.00. All payments must be in 
US funds drawn on a US bank, Canadian 
addresses please add $.60 per issue for 


additional postage. Make all checks 


payable to DTI, P.O. Box 8399, Long 
Beach, CA 90808. (213) 420-3675. 


Expand your gaming hobby to another 
continent. BREAKOUT! magazine, the 
Australasian gamer's quarterly imported 
by DTI. 


biggest battalions, so in Shogun 


armies. Knowing when to strike is 


they're off on some holy war against 
athird player. | 
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players Bad themselves with fewer | 
Damyios). 
I think too many visos or 
fortresses is a mistake since it takes 
koku away from levying σος or 
buying ronin. 
--Paul Matsumoto 


God fights on the side with the 
make sure that you have the biggest 


equally as important as knowing 
who to strike (but the first person 
you should always strike is Pete!). 
Big guns and big diplomacy 
work together, and it's amazing how 
many people want to talk when your | 
armies threaten their borders while 


The trick is, to get yourself i in a 
good position and then not be afraid 
to take advantage of it. Missed 
opportunities seldom return in a 
good game of Shogun. 

--Robbie Robberson 
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Croissant 
MINIATURES 


July 10, 1940, the Battle of France is over, and in the clear, summer skies over England, the Battle of Britain has 
begun. He-111's, JU-88's and DO-17's escorted by ME-109's rise out of airbases in France and Germany and head for 
the English Coast. There, waiting to meet them are τ of British Hurricanes and Spitfires. The day is bright and 
warm, the foe. is sighted, the Spitfires dive... 


Relive this battle and many others with your own sets of Croissant Miniatures airplanes. These 285th 
scale, single-piece metal planes are the finest detailed models on the market. 


For more inrormation contact: 
“outstanding and in all ways exceptional. 


Croissant Miniatures Eia are extremely well researched and 
PO Box 510 Lakewood, CA 90714-0510 exceptionally sculpted.” 


Review from The V.I.P. of Gaming Magazine 


or call: (21 3) 496-1154 | | Sept/Oct. 1986 


Circle Reader Service # 10 


- Attention 
Game Convention 
Organizers! 


GAMA, the Game Manufacturer's Associ- 
ation, is interested in your bid to host its 
Origins convention on a national or 
regional basis. Yes, smaller, regional 
Origins bids are now being accepted! 
Contact the Site Selection Chairman: 
Martin Wixted 
1190 E. Colorado Blvd. | do West End Galés 
Pasadena, CA 91106 E if ο. 
T ew York, 
(818) 443-9107 for a bid application form. Why not host a 
regional Origins in your area? 
Circle Reader Service ἡ 9 


Along with one of the largest 
selections of metal, wargaming 
and fantasy figures, the world 
famous Gaming House offers a | What a great game! 


complete selection of fantasy, Where can I find it? 
adventure and historical games Visit your local game store! You can 
| find games, gamers and lots of other 
atlow prices. great stuff there. Look in the yellow 
un : ; pages under "Games," "Hobbies," or 
M Ask about our exclusive, special ordering "Books." The next move is yours! 


program. 


Circle Reader Service 4 8 
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MISSION 17 - 
Block Party | 


January 14, 1945. 


The failure of the Ardennes Of- 
fensive has opened new possibilities 
for the Allies. All that means to 
your squad is more fighting. The 
Germans have gone over to the 
defensive, forming "hedgehog" for- 
tresses in every town. These are 
supported by what few armored 
vehicles they have remaining. Your 
squad has been assigned the task of 
clearing one area of a Belgium 
village, using the tried and true 
“Corkscrew and Blowtorch” ap- 
proach You have been promised 
armor support, which will arrive 
after you have completed some 
initial scouting of the area. 


YOUR SQUAD 


Purchase new equipment for 
your squad. [n addition, you receive 
at no cost, a satchel charge, flame- 
thrower, and a radio. 


SET UP 


Use Map 'B'. The top of the map 
is the north edge. Your soldiers may 
enter the map in any hex on the 
west edge between ‘A-1’ and ‘A-19’, 
inclusive. 


 AMBUSH! 


by Wayne C. Close 


The Activation Levels are as 
follows: 


SPECIAL RULES 
River. The water barrier from 


A-6 to Y-17 is a river and may be 
crossed at an intact bridge only. 


VICTORY 


You need 25 Victory Points to 


win. You receive Victory Points for 
the activation of Germans. You 
receive 1 Victory Point for each 
building hex your men enter. Other 
ways of gaining Victory Points will 
be revealed during the mission. The 
game when: | 


1. In Condition 3 or 4 if there 
are no active Germans on the map 
and every building has been 
entered by your men. You do not 
have to enter burnung buildings. If 
the mission ends in this manner, 

ou will not lose any Victory Points 
Tor incapacitated men remaining on 
the map. | 


2. Active Germans remain on 
the map and all active US soldiers 
have exited from the map from an 
west edge hex. (Incapacitated US 
soldiers must be exited to avoid 

- Victory Point loss). | 


HALFTRACK 


Large, armored, open vehicle. 
Crew: 5 . | 
Maximum occupants: 8 . 
Movement Point Allowance: 


Slow - 4 
Fast -7 
HIT CHART 
Facing Hit 
Front Side Rear 
Tire 0-1 0 -- 
Tread 2(M) 1-3(M) 0(M) 
Body 3-5(M)  4-6(L)  1-6(L) 
Gun 68M) TM) TM) 
Crew 9 8-9 8-9 


DAMAGE EFFECTS 
TIRE: Vehicle cannot be driven 
fast. If occupied, make im- 

mediate accident check. 


TREAD: If penetration equals, or 
exceeds the armor rating, 
vehicle is immobilized. 

BODY: _ If penetration result is 

equal to, or exceeds the 

armor rating, use the fol- 
lowing chart: 


Light: Reduce crew by 
one. 
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Medium or Heavy 
Vehicle destroyed all of 
| the occupants are killed. 
GUN; If penetration equals, or 
exceeds the armor coun: 
cannon is knocked out 
and the crew is $ reduced 
one. 


Reduce TT crew b one. If 
hit scored by aimed auto- 
matic weapon fire, reduce. 
the crew by one, and con- 
tinue rolling for addition- 
al hits. (13/6). 


CREW: 


SPECIAL PANTHER RULES 
The Panther is exactly the same as 


.the Panzer IV, for game purposes, 
with the following exceptions: 


1. Rear body armor is heavy. 
2. Fast Movement Point A low 
ance is 7. 

= 001. Achtung, Minen! Conduct. 
the minefield procedure. | 
. . If any detonate in condition 1, 
see 032. 
| If any detonate in condition 2, 
see 054. 


002. Ifin Operations, no event. 
Ifin Rounds, see 045. 


003. Fall prone. This soldier is 
no longer berzerk. 


| 004. If in Operations, no event. If in 
Rounds, see 048. 


005. If a US soldier is currently 


berserk, he falls prone immediately 
and is now.normal again. He can 
move and attack normally this 
round. 
006.. (S4) Activates GE 9, roll one 
die: 

0-4 it appears in Y-8, 

5-9 itappears in Y- 16. 

Go to condition 4. See 080 for 
information on this German. 


007. (S2) The Sherman finally 
arrives! Roll one die; 0-4 it appears 
at A-5, 5-9 it appears in A-17. See 
. 458 for further information. Go to 
condition 4. 


. Charge, Outside Damage" 
> Buildings become rubble, place 
: marker. All other terrain becomes a 
. crater, place marker. 


008. . 


- If S3 has not occurred, see 062. 


If S7 has not occurred, see 054. 


Tf S5 has not occurred, see 037. 


If 91 has not occurred, see 066. 


- If S9 has not occurred, see 063. 


If S4 has not occurred, see 006. 
If SZ has not occurred, see 007. 
If S0 has not occurred, see 090. 


009. If GE 1 and 5 are inactive 


and in this hex, see 010.. 


010. You have found a German 
radio. Ignore any further references 
to paragraph 036 (make note). If 
you destroy the radio, see 013. If 
you take it with you, see 019. 


011. German mortar attack! 
Roll one die with 1 as A, 2 as B, etc. 
for the hex column. Roll two dice 
and add the result for the hex in 
that column that is hit. Any 


. soldiers or vehicles in the impact 


hex are attacked on the "Satchel 
Table. 


012. -If any US soldier is car- 
rying a grenade, one accidently 
goes off. Randomly determine 
which soldier is the unlucky one. 


The soldier carrying the defective 


grenade conducts a PC check: 

*[f passed, he may toss the 
grenade into any unoccupied adja- 
cent hex, where it explodes harm- 
lessly. 

*If failed, he and everyone else 
in the hex are attacked by the 
grenade. The soldier carrying the 
grenade is considered indoors, 


. regardless of location. 


013. That is the end of any more 


mortar attacks. for today! : 


014. Ignore any more referen- 
ces to paragraph 036 (make note). 


015. If GE 5 is inactive and in 
this hex, see 010. 


016. If GE 1 is inactive and in 
this hex, see 010. 


017. If any German sumen] is 
using "Special Reaction A”, take 
him out of it. If more than one 
applies, choose randomly. 


018. If in Operations, no event. 
If in Rounds, one German 


. weapon fired last round is out of 


ammo. If the German possessing 
this weapon has no other personal: 
weapon, see 899. 


019. If this radio is controlled by. H 


. one of your active men at the end of 


the mission, gain 1 victory point. 


Battalion HQ G2 will want it for 


evaluation. It takes up one port box. 


020. One soldier is fired on by a 
hidden sniper. Rounds do not 
commence. Resolve one fire with. 
the following features: 

* Aimed 

*Short range 

* Bolt rifle with scope 

*Weapon Skill 0 


021. Place Event marker. Roll 1 


die: 


0-2: Conduct Activation check. 
If successful, see 040. 


— 8-4: Conduct PC check. If suc- 
cessful, see 040. | 


5-9: Go to condition 2. 


CUT THIS OUT AND PLACE | 
OVER THE PRECEEDING 


021. Place Event Marker. Roll 1 die: 


. 0-2: Conduct Activation check. 


If successful, see 040. 
3-4: Conduct PC check. 

If suecessful, see 040. 
5-9: Go to condition 2. 


022. Place event marker. Roll 1 
die: 


0-1: Conduct Activation check. 
If successful, see 030. 

2-4: Conduct PC check. 
If successful, see 040. 

5-9: Go to condition 2. 


023. If any soldier can see K7, 
see 033. 


024. If any soldier can see J 13, 


see 043. 
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025. (S1) Activate GE 6 and 8 in 
K-7, standing, US advantage. 


026. (53) Activate GE 1 and 5 in 
L-5, standing, US advantage. 


027. Place event marker. Roll 1 
die: | 
0-4: Conduct Activation check. 
. If successful, see 037. 
5-9: Conduct PC check. 
If successful, see 039. 


028. Place ‘event market. Roll 1 
die: 


0-4 Conduct Activation check 
(+1). 
If successful, see 037. 
. 5-9 Conduct PC check (+1). 
If successful, see 039. 


029. If any soldier can see L-10, 
see 028. 


030. (S1) Activate GE 6 and 8 in 
K-7, crouching, GE advantage. 


031. Place event marker. Roll 1 
die: i. 

0-4: No effect. 

5-9: Go to condition 2. 


032. (S3) Activate GE 1 and 5 in 
L-5, crouching, GE advantage. 
These Germans receive two rounds 
this turn. | 


- 033. (S1) Activate GE 6 and 8 in 
K-7, standing, US advantage. Go to 
condition 3. 


034. Roll 2 dice and add them 
together. On a result of 0, 9, or 18, 
one soldier in a clear or cover hex 
falls prone into a snow drift, loses 
one grenade and the remainder of 
the turn. If in Rounds, it takes one 
action to climb out of the drift. If in 
Operations, lose one grenade and 
continue to move normally. Á prone 
soldier in a snow drift is an 
additional -2 to hit when being fired 
upon. 


035. (S6) This soldier sees a 
roadblock in hex N-7. It consists of 
rubble and tree branches. It looks 
like wheeled vehicles would have 
trouble, but a tank could pass 
through. 


036. If in Operations, see 011. If 
in Rounds and S3 has not occurred, 
see 011. If in Rounds and S3 has 
occurred see 085. 


037. (S5) Activate GE 2 and 4 in 
L-10, erouching, German advan- 
tage. Go to condition 4. 


038. If in Operations, no event. 
If in Rounds and your radio is not 
manned, no event. If in Rounds and 
your radio i is manned, see 095. 


039. (S5) Activate GE 2 and 4 in 
L-10, standing, US advantage. The 
US soldier that made the PC check 
is automatically aware. Go to 


condition 4. 


040: (S1) Activate GE 6 and 8 in 
K-7, standing, US advantage. The 
US soldier that made the PC ences 
is automatically aware. 


041. Place event marker and 
roll 1 die: 

0-3: Conducts activation check. If 
successful, see 032. 

4: Conduct PC check. If success- 
ful, see 050. 

5-9: Go to condition 2. 

042. Place event marker and 
roll 1 die: 


0-3: Conduet activation heck (- | 


1). If successful, see 032. 
4: Conduct PC check CE D. If 
successful, see 050. 
5-9: Go to condition 2. 


043. (S3) Activate GE 1 and 5 in 
J-13, crouching, US advantage. 


044. One soldier sees a row of 
barbed wire ahead to the east, 
running north and south. Roll one 
die for distance: 


0-4: mend hex, 
5-6: 2 hexes away, 
1-8: 3 hexes away, 
| 9: 4 hexes away’ 
Roll one die for length: 
0-2: 3 hexes, 
3-6: 5 hexes, 
7-9: 7 hexes. 


The center will be the hex immedi- 
ately to the east. Place booby trap 
markers to represent the wire. If in 


Operations, barbed wire may be 
moved through normally. If in 
Rounds, wire costs +1 movement 
point to enter, and every soldier 
must fall prone upon entering. 
Soldiers may continue to move in 
the same turn if they have the 
necessary MP’s to do so. When a 
soldier attempts to leave a Barbed 
Wire hex, roll one die. On an 0 the 
soldier is wounded, remains prone 
and loses the remainder of turns in 
the current round. On a roll of 1 the 
result is the same, except the 
soldier is not wounded. On each 
successive turn the soldier may 
again roll to see if he can free 
himself from the wire. The wire 
effects Germans as well as 
Americans. The wire may be. 
removed by setting off a satchel 
charge in the hex. 


045. One German, chosen at 
random, goes berzerk. Use the new 
stats and action paragraphs listed 
below to replace his old ones. Use 
this set until he is either 
incapácitated, or ceases to be 
berzerk. 


IN:5 PC:9 WS:+2 MPA: 5 


Condition 
1-2 


3-4 
928 
812 
869 
003 


812 
825 
869 
003 


Wounds against this soldier are 


modified using the following chart: 


Old result 
Panic 
Wound 


New result 
No effect 

No effect 
Wound 
Incapacitated 


Incapacitated 
Kill 


This paragraph can only « occur once 
per mission. 


046. (S1) Activate GE 6 and 8 in 
K-7, crouching, German advantage. 
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047. (S9) Activate GE 7 in N-9, 052. Place event marker and 
standing, US advantage. Go to roll 1 die: 
condition 3. 0-2: Conduct PC check (-1). If 
successful, see 060. 

3-9: Conduct Activation check 
(+2). If successful, see 062. 


048. One US soldier, chosen at 
random, goes berzerk. Use the new 
stats listed below in place of his old 
ones. 053. Place event marker and 
roll 1 die: 

0: No event: 

1-3: Conduct PC check. 
successful, see 060. | 

4-9: Conduct Activation check. 
If successful, see 062. 


IN:5 PC:9 WS:+2 MPA:5 T 


This soldier is not subject to panic 
while berzerk and will move toward 
| the nearest enemy man, snap firing 
| as he moves, until in the same hex 
| as the enemy. He will then assault 
to kill. If he is out of ammo, he will 
move as fast as possible toward the 
nearest enemy man, and will 
assault to kill when in the same- 
hex. If bazooka armed,he will fire at | 
enemy vehicle or man, if in sight. If 
not in sight, he will move as quickly 
as possible toward enemy vehicle or 
man and fire when he is able. 


054. (S7). Activate GE 3 in Q-5, 
crouching, GE advantage. This 
German receives two turns this 
round. 


055. (57) Activate GE 3 in Q-5, 
standing, US advantage. Soldier 
that conducted the PC check is 
automatically aware. 


056. Place event marker and 
roll 1 die: E 

0-5: Conduet PC check (-1). If 
successful, see 067. 

6-9: Conduct Activation check (- 
1). If successful, see 066. 


Wounds against this man are modi- 
fied as follows: 


057. Place event marker and 
roll 1 die: 

0-5: Conduct PC check. 
successful, see 067. | 

6-9: Conduct Activation check. 
If successful, see 066. 


New result 
No effect 
No effect 

. Wound 
Incapacitated 


Old result . 
Panic 


If 


Wound 
Incapacitated 
Kill 


058. Place event marker and 
roll 1 die: 

0-4: Conduct PC check. If suc- 
cessful, see 068. 

5-9: Conduct Activation check. 
If successful, see 063. 


If you return to Operations, this 
man will become normal again. 
This paragraph can occur only once 
per mission. 


049. He finds a pack of German 


cigarettes. 059. Place event marker and 


roll 1 die: 

0-5: Conduct Activation check 
(-2). If successful, see 054. 

6-9: Conduct PC check (-1). If 
successful, see 055. 


050. (83) Activates GE 1 and 5 
in L-5, crouching, US advantage. 
| The US soldier that made the PC 
check is automatically aware. 


051. Place event marker and 
roll 1 die: | 

0: No event 

1-3: Conduct PC check (-1). If 
successful, see 060. 

4-9: Conduct Activation check 
(+ 1). If successful, see 062. 


060. (83) Activate GE 1 and 5 in 
J-13, crouching, US advantage. The 
US soldier that made the PC check 
is automatically aware. 


061. If S3 has not occured, see 
051. If S8 has occured, 063. 


062. (S3) Activate GE 1 and 5 in 
J-13, crouching, GE advantage. 


063. (59) Activate GE 7 in N-10, 
GE advantage. Go to condition 4. 


064. Place event marker and 
roll 1 die. 

0-5: Conduct Activation check. 
If successful, see 054. 

6-9: Conduet PC check. If suc- 
cesful, see 055. 


065. Place event marker and 
roll 1 die. 
0-5: Conduet Activation check. 


If successful, see 054. 


6-9: Conduct PC check. If suc- 
cesful, see 055. 


066. (S1) Activate GE 6 and 8 in 
95-13, crouching, GE advantage. 
These Germans receive two turns 
this round. 


067. (SI) Activates GE 6 and 8 
in S-13, standing, US advantage. 
The US soldier that made the PC 
check this turn is automatically 
aware. All aware US soldiers 
receive two turns this round. 


068. Activate GE 7 in N-10, 
standing,US advantage. The soldier 
who made the PC check is auto- 
matically aware this round. Go to 
condition 4. 


069. If 4 active crew remain, see 
098. If 3 active crew remain, see 
099. If 2 active crew remain, see 
100. If 1 active crew remain, see 
079. If no active crew remain, no 
event. 


070. The US tank stalls out. The 
tank may not move until the crew is 
able to restart the engine (another. 
event). All other tank actions are 
unimpaired. 


071. If the tank is currently 
stalled out, the crew has succeeded 
in restarting the engine. The Sher- 
man may move normally this 
round. 


072. One wounded US soldier 
becomes incapacitated. This event 
can occur only once per mission. 
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073. One incapacitated US 


soldier dies of his wounds. This . 


event can occur only once per 
mission. 


074. One wounded German 
soldier becomes incapacitated. This 
event can occur only once per 
mission. 


076. If a building hex is cur- 
rently on fire, the fire spreads into 
an adjacent building hex. If more 
than one building hex is currently 
on fire, choose the one that started 
first. If there is more than one 
building hex adjacent to the fire, 
choose which one the fire spreads to 
randomly. 


077. (59) Activates GE 7 in N- 
10, crouching, GE advantage. 


078. Activates GEQ, roll one die: 
0-4 it appears in Y-8, 5-9 appears in 
Y-16. Go to condition.3. See 080 for 
all the information on this German. 


079. Activate GE 12, crouching, 
in the hex in which there is the 
halftrack. 


080. The German halftrack is a 
crew vehicle similar to a tank, with 
the exception that to drive slowly 
requires only 1 crew point and to 
drive fast requires only 2. It has an 
anti-tank gun mounted in the front 
that may fire only the facing 
hexrow, Treat it as a tank main gun 
for combat. If ordered by a 
paragraph to fire the cannon in a 
turn 1t does not move, the halftrack 


will swivel in place (cost of 1 crew 


point) in order to fire at a valid 
target. It also has a light machine- 
.|gun mounted on a swivel in the rear 
that can fire into every direction 
except directly forward. This 
machinegun is a crew weapon and 
requires 2 crew points to aim fire. 

If this vehicle is adjacent to a 


German that is directed to move in- 


to the hex the vehicle occupies, he 
enters the vehicle instead. If there 
are any crew missing due to wound 
effecis, the new German will take 
over that position to bring the crew 
up to strength. If there is a full crew 
of five, the German will ride as a 
passenger only until needed to fill 


in a crew spot. | 

If the halftrack becomes 
immobilized and the cannon is 
knocked out, and there are still 
active crew, see 069. 


081. E 

If S3 has not occured, see 032. 
If S7 has not occured, see 082. 
If S5 has not occured, see 083. 
If S1 has not occured, see 046. 
If S9 has not occured, see 084. 
If S4 has not occured, see 078. 
If S2 has not occured, see 093. 
If SO has not occured, see 089. 


082. (S7) Activate GE 3 in R-7, 
crouching, GE advantage. 


083. (S5) Activate GE 2 in Q-8, 
crouching, GE advantage. . 


084. (S9) Activate GE 7 in N-9, 
standing, US advantage. 


085. If GE 1 or 2 are currently 
active see 096. If GE 1 and 2 have 
been active, but are now inactive, 
see 014. 


- 086. If a soldier entered this hex 
see 103. Ifa vehicle entered this hex 
see 001, 


087. (S5) Activate GE 2 and 4 in 
Q-8, crouching, US advantage. 


088. (S7) Activate GE 3 in R-7, 
standing, US advantage. The US 
soldier that made the PC check is 
automatically aware this round. 


089. (50) Activate GE 14, roll 
one die: 0-4 it appears in Y-8, 5-9 it 
appears in Y-16. Go to condition 3. 


090. (SO) Activate GE 14, roll 
one die: 0-4 it appears in Y-8, 5-9 it 
appears in Y-16. Go to condition 4 


091. The vehicle is stuck! This 
was a camouflaged tank trap. 
Nothing short of a tank recovery 
vehicle will be able to extricate it. 


The vehicle is considered im- 


mobilized, but not disabled. It can 
still fire and is a -1 to be hit. If a 
tread or tire hit 15 rolled, roll again 
for another part of the vehicle. 


092. The soldier hears an 
ominous creaking and quickly 
scrambles to an adjacent hex (your 
choice). He sees that this is a 
disguised tank trap and if he had 
fallen through the branches, he 
could have been seriousely hurt. 


093. (82) The Sherman finally 


arrives! Roll 1 die: 


` 0-4 it appears at A-5, 
5-9 it appears at A-17. 
See 758 for more information. 
Go to condition 3. 


094. The soldier falls through 
the tree branches into a tank trap 
concealed below! The fall could 
have hurt him; roll on the "Pistol 
Damage Table". It will require one 
action to climb out. While in the pit, 
the soldier can only be seen from an 
adjacent hex and defends with an 
additional -2 to hit. 


095. Battalion HQ calls and 
tells you that there are friendly 
aircraft in the area and that you 
can call an airstrike if you wish. 
The airstrike will occur next round 
in place of the event check. You can 
attack any hex on the map, using 
the "Spotting Round Scatter 
Diagram" from mission 10, with the 
following changes: 


1.The hex must be designated 


- now, not during the event phase. 


2. You cannot “walk” an air- 
strike. Where it lands is what you 
get. | 

3. Any soldiers or vehicles in the 
detonation hex are attacked on the 


“Satchel Charge, Inside Damage 


Effects Table”. 

4. Any soldiers and vehicles in 
the hex adjacent to the detonation 
are attacked on the “Satchel 
Charge, Outside Damage Effect 
Table”. If there is a wooden or stone 
building between the hex and the 
hex of detonation, reduce the 


damage die roll by 1 and 2, respec- | 


tively. Buildings are reduced to 
rubble, all other types of terrain are 
cratered. | 


096. The Germans call in 
mortar fire! Place a spotting round 
or move round already on the board 
as in mission 10. The Germans will 
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attempt to hit the hex with the most. 


| Americans in it. If all possible 
target hexes have the same number 
of Americans in them, choose one 
at random. Placement of a round 
may not be closer than three hexes 
‘to an active German. When the 
| mortar strike location is resolved, 
roll on "Satchel Charge, Outside 
row of Damage Table” for each 
American in the hex. Buildings are 


reduced to rubble, all other hexes 


are cratered. 


097. (S9) Activate GE 7 in N-9 
‘crouching, GE advantage. 


098. Activate GE 10, 11, 12, and 


19 in the hex the halftrack occupies, - 


crouching. 


099. Activate GE: 10, 11, and 12 


in the hex the halftrack occupies, 
crouching. 


100. Activate GE 10 and 11 in. 


. the hex that the halftrack occupies, 
ο | : 


101. 52 REQUIRED. If your 
radio is manned, see 102. If not, no 
event. 


102. The Sherman is "Án 


under your command! Cease con- 


ducting paragraph references when: 


moving the Sherman and ignore all 
action paragraphs. It will move and 


fire at your discretion from now. 


until the mission ends. 


103. Conduet ü PC ciel: If it is 


102. 1f GE 1, enter. M-13. If GE 
5, enter L- 12. i 


703. «f S5 τοῦτοι diua this 
German will crouch and move no 
more this turn. See 037. *If S5 has 


occured, enter M-10. 


704. *If 59 has not occured, this 
German will crouch and move no 


more this turn. See 063. *If S9 has 


occured, enter O-11. 


705. Roll 1 die: 
0- 4 enter U- 6, 5- Senter t T 


106. If a vehicle, anier 0- 10, 
ΟΕΕ enter N- 9. 


707. If a vehicle, enter M-11, 
otherwise, enter N-9. - 


708. If a vehicle, enter K- 12, 
otherwise, enter L- 10. : 


709. If a -— enter a 14, 
otherwise, enter L- 18. 


710. If a vehicle, enter l- 14, 
otherwise, enter K- 14. 


711. If a vehicle, enter P-7, 
otherwise, enter N-9. 


712. If a vehicle, enter N-8, 
otherwise, enter O-9. | 


713. Roll 1 die: 
0-5 enter S-6,. 
6-9 enter T-4.. 


successful see 092. If it fails, see. 


094. 


104. If S2 has not occured, 
007. If S2 has occured, see 070. 


105. If S2 has not occured, 
. 007. If 52 has occured, see 071. 


106. If S2 has not occured, see 
| 093. If S2 has occured, see 070. | 


107. If S2 has not occured, see 


093. If S2 has occured, see 071. 


100. Roll 1 die. 0- 4: enter P-5, 
5-9 enter Q-6. 


see 


see | 


714. Roll 1 die: 
0-4 enter K-8, 
5-9 enter J- T. 


115. Ifa Schiele roll I die: 
0-4 enter T-11, 
5-9 enter S-12 m 
otherwise, enter U-12 


716. Roll 1 die: 
0-4 enter 0-8, 
5-9 enter P-8. 


717. Af a vehicle, enter N-11. 
otherwise, roll 1 die: | 
0-5 enter P-11, 
6-9 enter O-12. 


. 118. Roll 1 die: 
^A 0-4 enter X-9, 
5-9 enter X-10. 


719. Roll 1 die: 
0-4 enter D-3, 
5-9 enter D-4. 


720. Roll 1 die: 
0-4 enter I-6, 
5-9 enter H-7. 
721. If German vehicle, enter I- 
9. If US vehicle, enter H-10. 


122. If German vehicle, enter H- 
9. If US vehicle, enter 1-11. 


723. If German vehicle, enter H- 
12. If US vehicle, enter J-12. 


724. If German vehicle, enter I- 
13. If US vehicle, enter J-11. 


| 725. If ee vehicle, enter J- 
12. If US vehicle, enter J-10. 


726. If German vehicle, enter J- 


-11.1£US vehicle, enter J-10. 


- 727. If German vehicle, enter N- 
8. If US vehicle, enter 0-9. 


758. If German vehicle, or sol- 
dier enter O-9. If US vehicle, enter 
Q-9. 


. 139. If German vehicle, or sol- | 
dier, enter P-8. If US vehicle, enter | 
R-9. . 


| 730. 1f German vehicle, roll 1 
die: 0-5 enter S-4, 6-9 enter R-5. If 
US vehicle, enter R-5. 


731. Conduct snap fire with 


. coaxial machinegun. 


732. If two or more active tar- 
gets are in sight, surrender. 


733. Roll1 die: 0-4 enter N-10, 5- 
9 enter O-9. 


734. If GE 1, enter M-7. If GE 5, 
enter N-6. 


735. If vehicle, enter M-7.. 


. Otherwise, roll 1 die: 


0-4 enter O-6 
5-9 enter 0-7. 
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736. If vehicle, enter -8. 
Otherwise, roll 1 die: 

0-4 enter T-7 

5-9 enter S-9. 


737. If vehicle, enter M-4. 
Otherwise, roll 1 die: - 

0-4 enter M-4 

5-9 enter N- 5. 


138. If vehicle, enter i 6. 
Otherwise, enter M- 8. 


739: Roll onedie: 


0-4 enter J-8, 
5- 9 enter K- 8. 


740. If vehicle, enter N- 11, 


Otherwise, enter M- 12. 


741 Roll 1 dies 
0-4 enter 0-11 
5-9 enter 0-12. 


742. If vehicle, roll 1 me P. 


0-4 enter O-8 
5-9 enter P-8. | 
Otherwise, enter P-9. 


143. Roll one die: 
.0-Aenter R-8; ` 
5-9 enter R-9. © 


744. If vehicle, enter R- 10. 


Otherwise; enter S. 9. 


145. If vehicle, enter Y- ue 


Otherwise, enter Y- 14. 


Otherwise, enter V- 10. 


747. Roll one die: 
0-4 enter U-14, 
5-9 enter T-14. 


748. If vehicle, enter 0-12. 


Otherwise, enter P-13. 


749. Roll one die: 
0-5 enter 0-11, 
6-9 enter P-11. 


750. If vehicle, enter N-6. 


Otherwise, enter P-7. 


151. If German hile exit. 


Otherwise, enter Y- 16. 


προ If German vehicle; K- 11. 
Otherwise, enter 0-11. - 


153. (S9) If S9 has not occured, 
this German will crouch and move 


no more this turn. Activate GE T in 
N-9; erouching. Go to condition 3. 


754. (S7) Activate GE 3 in R- D 


crouching. 


155. (55) If S5 has not occured, 
<: this German will crouch and move 


no more this turn. Activate GE 2 in 


z pa Q-8, crouching. Go to condition 3. 


156. * If S7 has not occured, this | 


German will crouch and move no 
more this turn. See 754. a 
*If S7 has occured, enter S- 8. 


158. The Sherman is not iden 


your command and will move and Ἢ 


attack in the same manner as 
German vehicles. As long as the 
Sherman remains active and not in 


J. your command, remain in rounds. 

You will receive 2 victory points. if | 
. this tank is still active at the end of 
ba .the mission. 


800. Lie prone. 


801. Crouch, then conduct best 
fire at easiest target. Fall prone 


after fire if free stance change is ` 
a available. | 
146. δει ας enter U- 12. 2 


802. Crouch, then γήρει ΤῊΝ 


fire at easiest target. Fall prone | 


after fire if free stance change is 


available. 


803. If active target visible and 
German not in open hex, crouch and 
conduct best fire at easiest target. 
Fall prone after fire if free stance 


chance available. 
*If German in open hex, move 


as quickly as possible. 
— *If no active target abies run 


into open, crawl into any other type 


of hex. 


807. Crouch, then αι bod 


fire at easiest target. Fall prone. 
after fire if free' stance μας is 


available. 


| prone 


808. ifr no active target in sight, 

crouch. ' 2 | 
*If 1 or 2 active targets are in | 

sight, crouch and conduct best fire 


at easiest target. Fall prone after | 
- fire if free stance change available. . 
"^ 143 or more active targets are | 
available, fall prone. | 


.809.. Μονο as Κη, as 


possible; fall prone after movement 
- (spending a Movement Point to do 
τον so, if necessary). . 


810. If within 2 hexes of a dead 
or incapacitated: soldier (enemy or 
friendly) and .not in sight of an 
active target, run to victim, and 
take weapon. Then return Lo hex 
previousely occupied. : 

*If in sight of an active target, | 


‘crouch and conduct best fire. 


u none 3 the above, crouch. 


811. If in sighi of an active 
target, πμ Otherwise, fall 


812. If active ; US πμ. in hex, 
assault to kill. - 
- *If adjacent to an active US 


soldier through traversable hexside 


and a grenade is available, crouch 
and throw grenade, 


Exception: Y mollior active. 
German is in. the hex, change | 
assault to kill instead. - 

*If an active target is in sight- 
and no German is in the target hex, 
crouch and conduct best fire. 

*Move and snap fire if any | 
active targets become visible 
during movement. — 


.. 818. If more. than 2 active tar- 
gets are available, surrender. _ 
μας see 802. 


814. Drive velieiu ΓΝ 


815. Crouch. then fire machine- ` 
gun, or assist firing machinegun. 


. Conduct best fire at any active . | 


target within 3 hexes. Otherwise, 
conduct aimed fire at easiest target. 
Fall prone after fire if free stance - 
change available. If machinegun 
out of ammo, fire second weapon. 
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816. Ignore self- preservation 
reaction. Reroll for the action 
number and refer to this soldier's 
"Action Column" that would 
otherwise apply. 


817. If US soldier is in an 
adjacent hex and grenade available, 
see 818. 

*[f no active target available, 
crouch. 

*If target visible, crouch and 
conduct best fire at nearest target. 

*If out of ammo, but have 
grenades, see 818. 

*If out of ammo, have no gren- 
ades, and active target visible, 
surrender. | 


818. Crouch, and then throw 
grenade at nearest target. Fall 
prone after throw if free stance 
change available. If no target is 
available, or nearest target 1s in the 
same hex, crouch. 


. 819. If grenade available and 
target is in range, throw grenade at 
closest target. Fall prone after 
throw if free stance change avail- 
able. 


*If no grenade is available or no 


target is in range, run into an open 
hex, crawl into any other type of 
hex. 


820. If no active target is in 
sight, run into an open hex, crawl 
into any other type of hex. 

*If an active target is in sight 
and a German is in a hex with, or 
| adjacent to, another active German, 
fall prone. 

*Surrender. 


821. If in sight of an active 
target, fall prone. If no active target 
is in sight, run into an open hex, 
crawl into any other type of hex. 


822. If an active German in 
same or adjacent hex, crouch and 
give turn to the German with the 
fewest turns in the same, or 
adjacent hex. If 2 or more eligible 
Germans have the same number of 
turns, give to the soldier with the 
highest " Weapon Skill". If all 
available Germans have 2 turns see 
801. 

*If no active Germans in the 


same or adjacent hexes, run into an 
open hex, or crawl into any other 
type of hex. 


823. If another active German is 


in the hex, fall prone. 

*If no active German in hex, run 
into an open hex, or crawl into any 
other type of hex. 


824. Crouch, then conduct best 
fire at easiest target. Fall prone 
after fire if free stance change is 
available. Exception: If this target 


has already been fired upon at this | 


round, and another target is 
available, fire at the second target 
instead. 


825. Crouch and conduct snap 
fire at as many targets as possible, 
beginning with the closest and then 
the easiest. 


826. If vehicle has been fired 
upon, drive fast. | 

*If vehicle never fired upon, 
drive slowly. 


827. Drive vehicle fast. | 


828. Drive vehicle fast. 


829. If one active target avail- 


able crouch and conduct best fire. 
Fall prone after fireif a free stance 
change is available. If no active 
target is in sight, fall prone. 


830. If in an open hex, move as 
quickly as possible. 

*If in any other type of hex, or 
any other type of hex is entered 
during movement, fall prone. . 


831. If an active German in 
same or adjacent hex, crouch and 
give turn to the German with the 
fewest turns in the same, or 
adjacent hex. If 2 or more eligible 
Germans have the same number of 
turns, give to the soldier with the 
highest " Weapon Skill". If all 


available Germans have 2 turns see 


801. 
*If no other active Germans in 
the hex, lie prone. 


832. If an active German is in 


same or adjacent hex, crouch and 


give turn to the German with the 
fewest turns in the same, or 
adjacent hex. lf 2 or more eligible 
Germans have the same number of 
turns, give to the soldier with the 
highest " Weapon Skill”. If all 
available Germans have 2 turns see 
801. 

*If no other active s Ceman in 
the same or or adjacent hexes, see 
801. 


833. If an active US soldier is in 
hex, assault to kill. 
ΣΠ adjacent to active US soldier 
through a traversable hexside and a 
grenade is available, crouch and 
throw grenade. | 

Exception: lf active German is 
in US hex, charge assault to kill. 

ΣΙ active target in sight, crouch 
and conduct best fire. 

*Lie prone. 


834. If in a hex with active | 
German vehicle, crouch and con- 
duct best fire at easiest target. Fall 
prone after fire if free stance change 
available. 

*If not in a hex with German 
vehicle, see 803. 


835. If an active German is 
within two hexes, give turn to the 
German with the fewest turns in 
the same, or adjacent hex. If 2 or 
more eligible Germans have the 
same number of turns, give to the 
soldier closest to the US soldier 
(than to the soldier with the highest 
" Weapon Skill". If all available 
Germans have 2 turns see 801. 

*[f no other active Germans in 
the same or or adjacent hexes, see 
801. 


838. Run into open hex, crawl 
into any other type of hex. Stop 
moving and fall prone if a non- 
building hex out of US sight 15. 
entered. If out of US sight at the 
end of the round, remove the 
German from the map. | 


839. If active US soldier is in 
hex, assault to kill. 

*If no active target is in hex, 

crouch, and conduct best fire at 

closest target. 


_ 840. Do nothing. 
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841. If 3 or more active targets 
are visible, conduct 800. Otherwise, 
conduct 815. 


842. Crouch. Then conduct snap 
fire with rifle. Fall prone after fire. 


843. If no active German is in 
the same hex and more than one 
active US soldier is in sight, 
surrender. Otherwise, conduct 815. 


844. If no US soldier is in sight 
east of hexrow, M, move to hex N6 
and put "Special Reaction D" into 
effect. 


856. If inside building, stand 
and conduct best fire at easiest 
target. Fall prone after fire if free 
stance change available. 

*If outside building, crouch and 
conduct best fire at easiest target. 
Fall prone after fire if (ree stance 
change available. 


857. If inside building, stand 
and conduct best fire at easiest 


target. Fall prone after fire if free - 


stance change available. 

*If outside building, erouch and 
conduct best fire at easiest target. 
Fall prone after fire if free stance 
change available. 


858. If no target 1s sight, crouch. 

* [f inside building, and 1 or 2 
targets in sight or occupy adjacent 
hexes, stand and conduct best fire 
at easiest target. Fall prone after 
fire if free stance change available. 
ΣΗ outside building, and 1 or 2 
targets are available, crouch and 
conduct best fire at easiest target. 
Fall prone after fire if free stance 
ichange available. 

*If 3 or more targets available 
fall prone. 


859. If active US soldier is in 
hex, assault to kill. 

* [f no active target is available 
and German is inside building, 


stand and conduet best fire at 


easiest target. Fall prone after fire 
if free stance change available. 

*[f no active target in hex and 
German 15 outside building, crouch 
and conduct best fire at closest 
target. 


highest " Weapon Skill". 


860. If German inside building, 
stand and conduct snap fire at as 
many targets as possible. 
Beginning with the closest and then 
the easiest. Fall prone after fire if 
free stance change available. 

*[f outside building, crouch and 
conduct snap fire at as many 
targets as possible, beginning with 
the closest and then the easiest. 


861. If an active German in 
same or adjacent hex, crouch and 
give turn to the German with the 
fewest turns. If 2 or more eligible 
Germans have the same number of 
turns, give to the soldier with the 
If all 
available Germans have 2 turns see 
856. | 


862. If no active target is in 
sight, move as quickly as possible. 
Fall prone if an active target is in 
sight and free stance change is 
available. 

*If active target is in sight, and 
soldier occupies an open hex, move 
as quickly as possible, fall prone 


after movement (spending a Move- 


ment Point if necessary). 

*If active target is in sight and 
soldier occupies a non-open hex, 
crouch and conduct best fire at 
easiest target. 


863. If no active target is in 
sight, move as quickly as possible. 
Fall prone if an active target is in 
sight and free stance change is 
available. | 

*If active target is in sight, and 
soldier occupies an open hex, move 
as quickly as possible, fall prone in 
first non-open hex entered 
(spending a Movement Point if 


necessary). 


*If active target is in sight and 
soldier occupies a non- open hex, 
conduct 869. | 


864. If no active target is in 
sight, move as quickly as possible. 
Fall prone if an active target is in 
sight and free stance change is 
available. | 

*If active target is in sight, 
stand and conduct snap fire at the 
closest target. Then move as quick- 
ly as possible, spending up to half of 8 


soldier's MPA (rounded down). fall 
prone if free stance change avail- 
able. 


865. If no active target is in 
sight, move as quickly as possible. 
Fall prone if an active target is in 
sight and free stance change is 
available. 

*If 1 or 2 active targets are in 
sight, crouch and conduct best fire 
at closest target. 

*[f 3 or more active targets are 
in sight, fall prone. 


866. If no active target is in 
sight, move as quickly as possible. 
Fall prone if an active target is in 
sight and free stance change is 
available. 

*If 1 or 2 active targets are in 
sight, move as quickly as possible. 
Fall prone in first non-open hex 
(spending a Movement Point if 
necessary). If no non-open hex 
entered, fall prone in last hex 
entered (again spending a 
Movement Point if necessary). 

*]f 3 or more active targets are 


in sight, crouch and conduct snap 


fire at as many targets as possible, 
beginning with the closest and then 
the easiest. 


867. If no active target is in 
sight, move as quickly as possible. 
Fall prone if an active target is in 
sight and free stance change is 
available. 

*If active target is in sight, 
move as quickly as possible. Fall 
prone in first non-open hex 
(spending a Movement Point if 
necessary). lf no non-open hex 
entered, fall prone in last hex 
entered (again spending a Move- 
ment Point if necessary). 


868. Move quickly as possible. 
Fal! prone at the end of the move if 
free stance change is available and 


. active US soldier is in sight. 


869. If grenade available and 
active US soldier within 3 hexes, 
stand and throw grenade. Fall 
prone if free stance change is avail- 
able. 

*If grenade not available, or 
target at 4 or more range, conduct 
801. 
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870. If grenade available and 
active US soldier within 3 hexes, 
stand and throw grenade. Fall 
prone if free stance change is avail- 
able. | 

*If grenade not available, or 
target at 4 or more range, conduct 
815 — 


899. Move as quickly as possible 
toward the closest incapacitated or 
killed German or US soldier, falling 
prone at the end of the movement, if 
in sight of any active targets 
(spending a Movement Point if 
necessary). Once there, take 
personal weapon and any grenades 
and pistols he may have. Then 
return to the previous hex, falling 
prone at the end of each movement 
if in sight of any active targets. 
Once back in original hex, take 899 
out of effect. 


900. Drive slowly. Fire cannon 
at active target in building hex or 
at active US vehicle, if in sight. 
Prepare cannon if unprepared. 
Conduct aimed fire with swivel 
machinegun at closest target. 


901. If in sight of 2 or more 
active targets, surrender. Other- 
wise, do nothing. 


902. If no active targets in sight, 
see 900. 


*If 1 or more active targets in 


sight, see 904. 


903. m DS is 6, drive vehicle 
fast. Fire cannon at active target in 
building hex, or active US vehicle, 
if in sight.. Prepare cannon if 
unprepared. Conduct snap fire with 
swivel machinegun at closest 
target. 

*[f DS is less than 6, see 900. 


904. Fire cannon at Μη 


target in building hex or at active 
US vehicle, if in sight. Prepare 


cannon if unprepared. Conduct. 


aimed fire with swivel ΠΗΡΕ 
at closest target. 


905. Drive vehicle SOWIE 
906. Cimdu aimed fire with 


swivel machinegun at closest 
target. 


E) 913. Drive slowly. 
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907. Do nothing. 


908. Conduct snap fire with 
swivel o at closest tar- 
get. 


909. If 1 or more active targets 
are in sight, button up. If already 
buttoned up, see 920. 

*If no active targets in sight, 
open. If already open, see 921. 


910. Conduct aimed fire with 
bow machinegun at closest target. 
Fire cannon at an active target in 
building hex, or active US vehicle, 
if in sight. Prepare cannon if 
unprepared. If cannon is prepared 
and no cannon target is in sight, 
conduct aimed fire with coaxial 
machinegun at second closest 


target. 


911. If 3 or more active targets 
are in sight, button up. If already 
buttoned up, see 943. 

*If 1 or 2 active targets in sight, 
button up. 
see 944.* If no active targets in 
sight, open. If already open, see 944. 


912. If 3 or more active targets 
are in sight, or this vehicle has been 
fired upon, button up. If already 
buttoned up, see 913. 

*[f 1or 2 active targets in sight, 


see 914.* If no active targets in 
sight, open. If already open, see 918 


Conduct 
snap fire with bow machinegun at 
closest target. Fire cannon at active 
German vehicle or an active target 
in building hex, if in sight. Prepare 
cannon if unprepared. If cannon is 


. prepared and no cannon target is in 
-. sight, do nothing. 


914. Conduct aimed fire with 
bow machinegun at closest target. 
Fire cannon at active target in 
building hex or at active German 
vehicle, if in sight. Prepare cannon 
if unprepared. Conduct aimed fire 
with coaxial machinegun at closest 
target. 


. 915. If active US soldier in 


Sight, see 801. Otherwise, see 830. 
.916. If in a building or woods: 


hex, see 802. Otherwise, see 830. 


If already buttoned up, 
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917. If in a building hex, see 
801. Otherwise, see 803 


918. Drive vehicle fast. 


919. Conduct snap fire with bow 
machinegun at closest target. 
Conduct snap fire with coaxial 
machinegun at second closest tar- 
get. 


920. Drive slowly. Fire cannon 
if active target in building hex or an 
active US vehicle is in sight. 
Prepare cannon if unprepared. If 
cannon is prepared and no cannon 
target is in sight, conduct snap fire 
with coaxial machinegun at second 
closest target. Conduct snap fire 
with bow machinegun at closest | 
target. 


921. Drive vehicle fast. Conduct 
snap fire with bow machinegun at 
closest target. Prepare cannon if 
unprepared. 


922. If 20r more active targets | 
in sight, button up. If already 
buttoned up, see 920.* If one active 
target in sight, see 910. If no active 
targets are in sight, open. If already 
open, see 921. 


923. If 3 or more active targets 
are in sight, button up. If already 
buttoned up, see 910. | 

— *If 10r2 active targets in sight, 
see 920. * If no active targets in 
sight, open. If already open, see 920. 


924. If in sight of an active 
target, surrender. Otherwise, do 
nothing. 


925. Conduct aimed fire with | 
bow machinegun atclosesttarget. | 


926. If S1 has occured, see 928. 

*If S1 has not occured, crouch | 
and conduct snap fire at the easiest 
target. Then see 046. 


927. If S1 has occured, see 869.If 
S1 has not occured, fall prone, and 
see 046. | 


928. If Panzerfaust available 
and active US tank in sight. and | 
within 3 hexes, crouch and fire 
Panzerfaust at tank. Fall prone 
after fire if free stance change 
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available. 
*[f active US tank is 4 or more 
hexes away, see 801. 


929. If active target is in sight 
from door, crouch and conduct best 
fire at closest target. 

*If target not visible from door, 
move as quickly as possible. Fall 
prone at end of movement if free 
stance change available. Put 
special reaction "A" into effect for 
this German. * 

. ΣΗ in open hex, move as quickly 
as possible. Fall prone after move- 
ment if free stance change avail- 
able. 


943. Conduct aimed fire with 
bow machinegun at closest target. 
Fire cannon if active target in 
building hex or an. active German 
vehicle is in sight. Prepare cannon 
if unprepared. If cannon is prepared 
and no cannon target is in sight, 
conduct aimed fire with coaxial 
machinegun at second closest tar- 
gel. 


944. Drive vehicle slowly.Fire 
cannon if active target in building 
hex or an active German vehicle is 
in sight. Prepare cannon if 
unprepared. If cannon is prepared. 
and no cannon target is in sight, 
conduct snap fire with coaxial 
machinegun at second closest tar- 
get. Conduct snap fire with bow 
machinegun at closest target. 


946. If 20r more active targets 
in sight, button up. If already 
buttoned up, see 949.* If one active 
target in sight, button up. If already 
buttoned up see.951. If no active 
targets are in sight, open. If already 
open, see 953. 


949. Conduct aimed fire with 
bow machinegun at closest target. 
Fire cannon if active target in 
building hex or an active German 
vehicle is in sight. Prepare cannon 
if unprepared. If cannon is prepared 
and no cannon target is in sight, 
conduct aimed fire with coaxial 
machinegun at second closest tar- 
get. 
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951. Conduct snap fire with bow 
machinegun at closest target. Fire 
cannon if active target in building 
hex or an active German vehicle is 
in sight. Prepare cannon if un- 
prepared. | 


953 Drive vehicle fast. Fire can- 
non if active target in building hex 
or an active German vehicle is in 
sight. Prepare cannon if unpre- 
pared If cannon is prepared and no 
cannon target is in sight, conduct 
snap fire with coaxial machinegun 
at second closest tar-get, then at 
closest. 


955. If German has been fired 
upon by more than 2 US soldiers or 
has been subjected to a grenade 
attack, put "Special Reaction A" 
into effect and immediately reroll 
for this action and carry out the 
new instructions. | 

*Otherwise, see 801. 
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959. If an active target is within 
3 hexes, crouch and conduct best 
fire with a Luger. Fall prone after 
fire, if free stance change is 
available. 


965. If an active targel is with- 
in 5 hexes, crouch and conduct best 
fire with a Luger. Fall prone after. 
fire, if free stance change is 
available. 

*If no target is within 5 hexes, 


lie prone. | 


969. If an active target is with- 
in 7 hexes, crouch and conduct best 
fire. Fall prone after fire, if free 
stance change is available. 

*Otherwise, see 822. 


971. If no activé targets are in 
hex, lie prone. 

*If 1 or 2 active targets in hex, 
assault to kill. | | 

*If 3 or more active targets in 
hex, surrender. 
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| IN PRAISE OF OLDER WARGAMES | | 


In Praise of Older | 
Wargames 


by John Heneghan 


-© Who among you did not think 
Bar Lev was one heck of a fine 
game at one time? Speak up if 
SPP's Borodino didn't strike you 
as a fine representation of Napol- 


eonic warfare back then. I know I. 


can still remember the long hours 
fighting the Nazis with John Hill's 
Kasserine Pass and Overlord, 
and how those flamethrowers 
ripped holes in my ranks at 
Verdun! 


Let me lament, for a moment, 
those long ago days when we who 
are now in our mid-thirties-to- 
fourties could so easily be satisfied 
with each new wargame. I speak of 
those early gems, once in fashion 
| and now long forgotten. There was 
a veritable Hall of Fame of forgot- 
ten counters and maps (with one 


and two colors each), short rules 
and simple mechanics. As Ollie 
North would say, I thought is 
would be a "neat idea" to offer a 
list of grand old simulations to 
stimulate the memories and honor 
wargaming's past is due. 


Here's one, and I'm going out 
on a limb to say this, but I like 


Avalon Hill's Origins of the 


Second World War. A game that 
is simple, yet captures the feel of 
Europe in the 1930's. 


How about France '40? I'm 
sorry, but I still like this game. To 
me, it's map is still the most 
attractive ever produced by the 
boys in Baltimore. Sure, it's a one- 
sided contest, but what a challenge 
to defend Paris against such odds! 


A toast is in order to the "Great 
Quads," and a cheer due for that 
little Jewel, Musket & Pike. SPI 
did well with Soldiers and Battle 
for Germany, and made a master- 


piece of Empires of the Middle 
Ages. 


lll never part with my $6.00 
copy of Avalon Hill's Waterloo 
after the many victories I have 
enjoyed on that rained soak field. 
And let's not forget what a great 
idea Kingmaker was, and give 
credit to the designer of A Mighty 
Fortress. | 


|» Caesar at Alesia, War of 
1812 and even Quebec 1759 
deserve a cheer, at least from this 
wargamer. Call me what you will, 
but I enjoyed and still do, the likes 
of Panzerkrieg, Turning Point, 
Wooden Ships, Afrika Korps, 
Samurai, Napoleon, Caesar's 
Legions and even Norad. No one. 
has done a better job in Italy than 
Anzio, or in Russia than Russian 
Campaign. 


. Many of the games honorably 
mentioned here have been retired, 
or may soon be. I dare say tha 


. they will be missed. | 
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BATTLEWAGON mE | NENNEN 


Battlewagon is a comprehensive 
ame of ο... naval warfare in 
e first half of the Twentieth 
Century. As such, it offers nearly 
unlimite i f 
both historical and hypothetical 
naval battles in the Dreadnought 
era. Both history and wargames, 
however, are simply personal inter- 
retations and even if you question 
ihem it still doesn't reduce the 
ο... of working with a new and 
ifferent interpretation, just as one 


could enjoy a history book even if 


its viewpoint may be far fetched. 
Some of the “what if” situations 
possible in naval warfare could 
ave occured quite easily and may 
be simulated using a game such as 


Battlewagon as an experimental 


vehicle. 


d opportunities to fight - 


One of the greatest sources of 
speculation among naval war- 
amers concerns fleet actions like 
he Battle of Jutland. Many 
wargamers have wondered what a 
Jutland-style gun duel between 
some of the world's major fleets 
would be like. In the time period 
between the two world wars many 
admirals from a dozen nations 
anticipated such a gun duel, but it 
never took place thanks to the 
development of the airplane and the 
tactics that came along with it. 


However, now anyone who has a 


copy of Battlewagon may create © 


some of these never fought battles 


on which many. naval 


 Speculated. 


planners 


dames E. Meldrum 


WAR PLAN ORANGE 


HISTORICAL NOTES 


Prior to the outbreak of World 
War II in the Pacific, United States 
naval planners assumed that a 
naval war with Japan would be 
decided by a massive battleship 
duel north of the Phillipines about 
six months to one year after the war 
| began. The outcome of this battle, it 


was thought, would determine the | 


winner of the war. 


SCENARIO LENGTH 


_ The scenario continues until all 
of the ships of one side have either 
been sunk, scuttled, or disengaged. 


SPECIAL RULES 


The formation rule must be 
used. 


VICTORY CONDITIONS 
Standard 


CONDITIONS 


Light: Day | 
Weather: Clear 
Seas: Calm . 

Speed: 4 (both sides) 


ORDER OF BATTLE 
ALTERNATIVES 


Use some of the ships that were 


cancelled by the Washington Naval 


treaty. Also, as a variation, play the 
scenario under night conditions, 


and use differing weather and sea 


conditions. 


JAPANESE UNITED STATES 
Kongo 0531B BB Nevada 2306E 
Hiei 0531B BB Oklahoma 2306E 
Haruna  0431B BB Pennsylvania  2405Ε 
Kirishima 0431B BB Arizona 2405E 
Yamato 0431B BB Mississippi | 2508E 
Nagato- 0332B BB Idaho 2604E 
Mutsu 0332B BB Tennessee 26048 
Ise | 023408 BB California 2704E 
Hyuga 09328 BB Colorado 2704E 
Fuso 0133B BB West Virginia 2803E 
Yamashiro 0133B BB Maryland | 2803E 
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THE BATTLE FOR THE NORTH SEA 


HISTORICAL NOTES : CONDITIONS ORDER OF BATTLE 
? | ALTERNATIVES 

This scenario represents a hy- Light: Day ` | 
pothetical battle similar to Jutland. “es 

The course of naval history has | 
been forever changed, by the Seas: Calm 
airplane and the submarine, but Speed: 4 (both sides) 

this scenario represents the type of | 
"grand gunnery" contest that was 

anticipated by the admirals of the 

“old school” on both sides. 


= Weather Ole | 1. Use different weather and | 
seas conditions. The weather in this 
scenario tend to benefit the 
Germans slightly since the German 
fleet is smaller. 


2. Destroyers and light cruisers 

have been eliminated in order for 
| | simplicity. If desired, the German : 

| o | "s | player may consult the ship class 
SCENARIO LENGTH GERMANS | list for WWII and add all heavy and 


The scenario continues until light cruisers. The British player | 


neither side has any ships in visual BB1 MAY AOL εν light το ana 


τος. Bismark 2525A fifteen destroyers. All destroyers 
ο; BB2  Tirpitz 2525A and cruisers are set up within two | 
| BC1 Scharnhorst 2596A hexes of friendly battleships. If | 
JE" BC9 | Cneiscnau 2526A - sunk, light cruisers are worth three 
SPECIAL RULES | CAL GrafSpee ` 2597A points and destroyers are worth 
1. The Germans have crack gun p τ one. No other points are scored on 
crews. The British gunners are Pas ΟΝ, 1 2527A these ships. ! 
poor. ' CA3 Scheer 2528A | | 
l - CA4 Prinz Eugen 2529A 3. Reduce the British to any six 
2. The formation rule (D9) must CAS Hipper 2529A Pattleships, plus any two heavy 
be used. | | cruisers. Using this arrangement, - 
| | there should be no modification to 
3. Turn four will be sunset. | the victory point total, 
BRITISH | 
- ORDER OF BATTLE 
mae BC1 Hood 0525A : 
VICTORY CONDITIONS Ai : ALTERNATIVE #5 
BC2  Repulse 0525A 
Standard (M1.1); At the end of BC3 Renown . 0525A . . , | 
the scenario double the German's pp , ΚΡ Play this scenario by using the 
OB: Ming George V 0520A order of battle for the British Home 


victory point total. The player with τ; : iss 
the highest total in the winner. BB2 Princeof Wales 0526A Fleet on September 16, 1939 when 
BB3 Duke of York 0526A it made a sweep through the North 
BB4 Nelson 0527A Sea in hopes of catching the 
BB5 Rodney | 0527A German i n 
| | o variant, omit the BB's Bismark an 
ur. e Manon Mo Tirpitz. (Neither was launched at 
T D ME . the time). Use the British BC's 
BB8 Royal Sovereign 0529A Hood and Renown, and the BB's 
BB9 Royal Oak . 0829A Nelson, Rodney, and Royal Oak. 
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BATTLEWAGONS 


HISTORICAL NOTES VICTORY CONDITIONS ORDER OF BATTLE 


This is another hypothetical Standard (M1.1). ALTERNATIVES 
fleet action taking place at the end a 
of the Second World War with the 1. Add the Nagato cl. BB Mut- 
new, fast ο. ο... su which blew up and sank 
clashing with the remaining Japa- in June 1943 becaus 
nese BC This action takes CONDITIONS magazine ο... ids 
place off the coast of the Phillipines, | | 
or off the coast of Japan, itself. Light: Day 2. Add the US battlecruisers 
Weather: Clear p dedu ο ud 
| | i arrived in the Pacific late in 
SPECIAL RULES Sa al the war. 9 | 
The formation rule (D9) must be | | f | 
used by both sides. Speed: 5 (all ships) 3. Play the scenario under 
| different, and more difficult 
| conditions. Night actions, 
SCENARIO LENGTH rough seas, etc. The condi- 
The scenario continues until all ^ tions presented in this 
ships of one participant have either scenario represent the ideal 
been sunk, disabled, or disengaged. conditions for a sea battle. | 
JAPANESE = AMERICAN 
BB1 Kongo 0503C 
BB2 Haruna 0503C ἜΒΙ lowa 2330A 
BB3 Fuso 0402C BB2 New Jersey 2330A 
BB4 Yamashiro 0402C BB3 North Carolina 2331A 
BB5 Yamato -0302C BB4 Washington 2331A 
BB6 Musashi 0302C BB5 South Dakota 2332A 
BB7 Nagato 0302C BB6 Alabama . 2332A 
BB8 Ise 0201C BB7 Indiana 2333A 
BB9 Hyuga 0201C BB8 Massachusetts 2333A 


== 
JT iii? pm SAA é 
ματ. E a, 


[| o 


Po 
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FLEET 
- ACTIONS 


The fleet actions-presented in 
this article are representative of the 
many fleet sized naval battles that 
may be simulated with Battle 
Wagon to demonstrate how differ- 
ent fleets might have performed 
against each other in battle. In all 
of the fleet action scenarios that are 
presented in this article, the 
standard victory conditions are 
used for victory determination 
(M1.1). Players may set up their 
ships using the setups from any one 
of the three scenarios presented. 
The conditions under which these 
battles are fought may be chosen by 
the players. Initial speeds for the 
ships in each scenario is the fastest 


speed of the slowest ship on each 


side. 


In each of these fleet battles at 
least one ship from each of the 
classes available to each side should 
be used. Any remaining ships may 
be chosen as players wish. No more 
than fifteen ships should be used on 
each side. Wherever possible, the 
number of ships used in the 
scenario and their point values 


should be as close to equal as 


possible. Cruisers and destroyers 
are usually ommitted, but may be 
included in order to equalize the 
numbers and the point values. 


WORLD WAR I 
FLEET ACTIONS 
1914 - 1919 


AMERICA vs GERMANY 
In the Atlantic 
If the British had lost the Battle 


of Jutland disastrously this kind of 


engagement might have been a 
very real possibility. Use any ship 
classes built before 1918 for each 
side. The Germans have crack gun 
crews. While the Americans have 
average. . ἘΣ 


FRANCE vs GERMANY 
In the Atlantic 


The French navy in a desparate 
attempt, engages the Germans in 
the Atlantic in the hopes of keeping 
the sea lanes open to the United 
States. Use any ships built prior to 
1918. The Germans have crack gun 
crews. 


FRANCE vs AUSTRIA 
In the Mediterranean 


In this scenario the French fleet 
makes an effort to knock the 
Austrian fleet out at the beginning. 
of the war. Both sides use any ship 
built prior to 1916. The Austrians 
may add the German BC Goeben 
and the CL Breslau. 


ITALY vs AUSTRIA 
Inthe Adraitic 


Italy attemps to knock Austria 


out of the war, and thus control the 


Adraitic and Mediterranean Sea. 
Use Italian and Austrian ships 
built prior to 1917. As a further 
alternative both sides may 
experiment with gun crews of 
varying quality. Neither side may 
have crack gun crews, however. If 
German ships are employed they 
may have crack gun crews. 


INTERWAR 
FLEET ACTIONS 
1919 - 1935 


JAPAN vs AMERICA 
In the Pacific 


The fleets of the Japanese and 
American fight each other for the 
spoils of World War l in the Pacific 
(the former German colonial posses- 
sions). Use any ships constructed 
prior to 1936. 


BRITAIN vs JAPAN 
- In the Indian Ocean 


Britain takes on the Japanese 
in order to gain new colonies, and 
prevent Japanese expansion in the 
Far East. Use British and Japanese 
ships constructed prior to 1938. 


FRANCE vs ITALY 
In the Mediterranean 


The Italian invasion of Ethiopia 
generated international tensions 
that could very easily have escala- 
ted into the full blown conflict that 
was World War Π as early as 1935. 
In representing additional envolve- 
ment by the French we have this 
action. Use any Italian and French 
vessels built prior to 1935. 
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WORLD WAR II 
FLEET ACTIONS 
1939-1945 


BRITAIN vs JAPAN 
In the Indian Ocean 


In this type of action, substitute 
the Japanese fleet, or parts of it, in 
the Battle of the North Sea scenario 
in place of the German fleet. British 
gun crews are average. Japanese 
are crack. 


BRITAIN vs ITALY 
In the Mediterranean 


On several occasions large scale 


battles were almost fought between. 


the British and Italian fleets, but no 
actual fighting developed for one 
reason or another. In this scenario 
the fleets face their moment of 
truth. Substitute the Italian fleet 
for that of the German in the Battle 
of the North Sea scenario. British 
gun crews are average, and the 
Italians are crack. 


FRANCE vs ITALY 
In the Mediterranean 


This scenario assumes that the 
French retreated to their colonies in 
North Africa in order to continue 
fighting for France. Substitute the 
| French fleet for the British and the 
Italians for the Germans in the 
Battle of the North Sea scenario. 


FRANCE vs GERMANY 
In the North Atlantic 


Early in the war French naval 
units had the opportunity to engage 
elements of the German navy. 
What may have happened if the two 
fleets came together? Substitute the 
French fleet for that of the British 
in the Battle for the North Sea 
scenario and find out. 


FRANCE vs JAPAN - 
In the South China 598. 


If France had had the means to 
resist the occupation of French 
Indo-China by the Japanese a 
situation such as this might have 
occured. Substitute the French 
ships for those of the US Navy in 
the Battlewagons scenario. Any 
ships built before 1942 may be used. 


AMERICA vs JAPAN 
In the South Pacific 


And of course, what if the Jap- 


anese had officially declared war on 


the United States before bombing 


Pearl Harbor? And what if the 
powers-that-be had continued to 


doubt the abilities of air power? 


Battleships would have still been 
the order of the day, and this 
scenario could have taken place. 


Use any American and Japanese > 


ships built prior to 1943 except for 
carriers. | EE. o 


THE 
FINAL 
CONFLICT 


At the end of World War Two 
the Japanese were withdrawing 
many of their ο ος ης 
into the oil-rich East Indies. The 
British were softening up the Jap- 
anese forces prior to a projected 
invasion and were engaging ina 
general attempt to destroy Japan- 
ο. he following scen- 
ario simulates the last major 


surface action fought Dy ine 


Imperia! Japanca Navy in World 
War Two. This particular action 
was the sinking of the Japanese 
heavy cruiser Haguro by five. 
British destroyers in the Malacca 
Straits of the Indian Ocean on the 
night of 15/16 May 1945, and was in 
many ways similar to the sinking of 
the German battlecruiser Scharn- 
horst.. ROI. | 
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MOVEMENT 


Japanese 2 British 6 


SCENARIO LENGTH 


18 turns 


SPECIAL RULES 


1. All British and other Allied 
ships are equipped with 
- radar. (G6). 


2. Searchlights may be used 
(G7). 


3. The map is static and may 
not be moved. 


4. The Allied gun crews are 
average. The Kamikaze has 
an average gun crew, while 
the Haguro has a crack gun 
crew. 


5. North is considered to be the 
28xx hex row for game 
purposes. 


VICTORY CONDITIONS 


The British must sink the 
Haguro to win. The Japanese must 
exit both ships from the south side 
of the map edge to win, or, if this 15 
not possible, sink any two British 
ships or damage all British ships. 
Any other result is a draw. 


CONDITIONS 


Light - Night 

Weather - Overcast, no moon, 
rain squalls 

Seas - Normal 


SET UP 


JAPANESE 
CA Haguro 2621E 
. DD Kamikaze 2722E 


BRITISH 
DD1 Venus 1313D 
DD2 Virago 1014D 
DD3 Verulam 0417D 
DD4 Vigilant 0119D 
DD5 Saumarez — 


07150. - 


ORDER OF BATTLE 


e 


ALTERNATIVES 


Substitute the British CA 
Cumberland and the French 


JA BB Richelieu for the British 


destroyers. These ships just 
missed being able to par- 
ticipate in the battle, being 
just west of the battle zone. 
All other scenario condi- 
tions remain the same. The 
Allied ships begin play in 
map sector 'A' anywhere 
east of hex row xx08, facing 
direction ‘D’. 


In the historical scenario, 
substitute the British CA 
for any one DD and/or the 
BB for any two DDs. 


The Allied ships do not have 
radar. 


Add the Japanese CA Ashi- 


. gara since this vessel could 


have participated. 


The three Japanese cruisers 
Oyodo, Myoko, and Takao, 
and the battleships Hyuga 
and Ise were present at 
Singapore along with the 


 Ashigara, and they could 


have been withdrawn at the 
same time as the Haguro 
and could have participated 
in this action. Deploy these 
ships within three hexes of 
the Haguro. Have the BB 
Richelieu and CA Cunber- 
land (Kent cl.) begin play 
anywhere on the west map 
edge. 


Historically the French bat- 
tleship was intended to 
replace the British BC Re- 


nown. Substitute the Re- 
nown for the Richelieu. | 


HISTORICAL OUTCOME 


Historically, the British force 
sank the Haguro without suffering 
any loss to themselves. The British 
cruiser Cumberland and the French 
Battleship Richelieu arrived too 


. Jate'to participate in the battle. 


BATTLE FOR 
THE 
SOLOMONS 


Α Campaign Game for 
 BATTLEWAGON 


The Solomon Islands were the 
scene of some of the most protracted ' 
naval engagements in World War 
1. Naval actions began in August. 
1942 with the landings of US forces 
on Guadalcanal and did not end 
until the US forces seized the 
central Solomons in July 1943. 
During this time period virtually 
every type of ship which the com- - 
batants owned participated in the 
fighting. Both sides lost heavily in 
the naval battles, with the 


Japanese Navy paying the heavier 


price. The Japanese defeat in the 
Solomon Islands prevented the 
conquest of the Solomons, and the 
capture of Fiji, and Samoa, and the 
planned isolation of Australia. The 
Japanese losses in this campaign 
not only halted their advance across 
the Pacific, but also hampered the 
Japanese Navy throughout the 
remainder of the war. 


Each of the surface battles 
fought in and near the Solomons 


can be simulated using Task Force 
Games' BATTLEWAGON. 


The scenarios presented here 
may be used separately or they may 


be played together in a series of 
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scenarios as a campaign game 
simulating the naval fighting in the 
| Solomon Islands. Basically, there 
are threee campaign games that are 
possible. The first of these will 
simulate the naval battles for 
Guadalcanal. Another simulates 
the fighting for the central Solomon 
Islands as the Allies advance 
towards the Japanese fleet based at 
Rabaul. Finally, these two 
campaign games may be hooked 


together to simulate all of the - 


surface naval engagements which 
| took place between August 1942 
and July 1943 which occurred in 
and near the Solomon Islands. . 


SCENARIOS 


All of the following scenarios 
| are night actions. As a result, any 

Japanese ship still on the map at 

the end of a scenario is considered 
sunk. This reflects one of the 
pecularities. of the Solomons 
campaign wherein the US con- 
trolled the islands by day, and the 
Japanese controlled them by night. 
In all of the scenarios the Japanese 
do not have the use of radar unless 
| otherwise indicated. Most of the US 
Ships are radar eguipped. In all 
scenarios the Japanese have 
: superior night optical equipment as 
| is found in the original BATTLE- 
WAGON rules. When playing the 
-scenarios separately they have 
their own set of victory conditions, 
but when played as a campaign a 


separate set of victory conditions is 


used, based on the ships' poini 
values. | 


Whenever any of the rules or 
Scenario material in this article 
conflict with the BATTLEWAGON 
game rules, the BATTLEWAGON 
game rules will take priority. 
Players should note that two of the 
scenarios (First and Second Guad- 
alcanal) | are found in the original 
game rules. | 


FIRST EDITION NOTES 


The scenarios in this article 
may be played using the first 
edition of BATTLEWAGON with à 
minimum of modifications. If a case 
arises where adjustments should be 
made between the two games, 
players should use their good judge- 
ment. Some of the changes in the 
scenarios are self-evident, others 
are not. The most commonly used 
rules in the two versions are those 
on formations (4.6), Gunner skills 
(5.61), Night (10.0), Radar (10.4), 
Searchlights (10. 5). In several of 


the scenarios rain squalls are 
considered to exist. These should be 
treated as fog banks (11.2) when 
playing with the first edition. 
Destroyers are deployed in flotillas 
of three to four ships in the first 
edition. Whenever possible, players 
should use the torpedo rules given 
in NEXUS #9. The Japanese have 
crack torpedo crews so they should 
receive the same type of benefits 
that gunners receive in rule (5.61) 
when conducting torpedo combat. 


THE 
SCENARIOS 


SAVO ISLAND 
August 9, 1942. 


HISTORICAL NOTES 


The Battle of Savo Island was a 


Japanese reaction to the US 
invasion of Guadalcanal. The 
overwhelming strength of the US 
ground forces dispersed the 


Japanese units opposing them and 


ended effective resistance tempor- 
arily. On the night of August 9 a 
Japanese cruiser squadron entered 
what was to be called “Iron Bottom 
Sound” with the objective of first 
eliminating any naval shipping and 
then attacking the anchored 
transports. The destruction of the 
US transports would rob thé US. 
ground forces of supplies and give 
the Japanese defenders a fighting 
chance of being able to hold the 


| island until reinforcements arrived. 


_ The Japanese cruiser squadron | 
entered "Iron Bottom Sound" 
undetected and succeeded in 


sinking three US cruisers and one | 


Australian cruiser without 
suffering any damage  to| 
themselves. The Japanese launched |. 
large numbers of torpedoes at the | 
US ships and then finished them off | 
with gunfire. This defeat caused 
one historian to write that this was 
probably the worst defeat inflicted 
on the US Navy in a fair fight. 
There was one bright spot in this | 
battle. None of the transports were | 
sunk. This allowed the Marines and | 
other units on Guadalcanal to | 


continue to fight. 
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CONDITIONS SPECIAL RULES SCENARIO LENGTH 


| 14 turns 
Light - Night 1. The Ο1χχ hexrow is the 
north map edge. The map is 
stationary. Savo Island is 
Seas - Calm composed of hex 1518 and VICTORY CONDITIONS 
all hexes within a two hex | 
radius. Guadalcanal is all 


Weather - Overcast; no moon 


The Japanese win by sinking 


| A | 
JAPANESE Ἔ ας either four cruisers, or six trans- 
| ports (if used). The US wins by 
CA1  Chokai 2219B 2. Rain squalls are occurring PE the ο... A from 
CA2  Aoba 9919B everywhere west of Savo achieving their victory con ILions. 
| Island. 
CA3 Kako 2120B TRNG | 
CA4  Kinugasa 21208 3. Νο US ship in either group | 
CA5  Furutaka 2020B may fire unless fired upon. ORDER OF BATTLE 
CLI  Tenryu . 2020B ALTERNATIVES 
) 4. The Japanese gun crews. 
(12 Yubari 19218. and torpedo crews are con- jo A that the US DD 
DDI Yunagi 1921B - sidered to be crack. ο tr ey 
Blue gave an.alarm (As she 
, ed almost did). Blue is consi- 
2; ο... xe ..... dered to be sunk at the start 
ο Nerea OTIB through AN ... bon nt 
UNITED STATES piston tne norte mapedge: 1337, speed 4, heading C, all 
om | | EN ships in line formation. 
GROUP 1 i. e dee migni Game is extended to 18 
puse turns. Ignore the 'General 
DD! Patterson 2612E 7. The Japanese must use the Quarters' rule. 
DD2 Bagley 25118 formation rule. 2. Use the transports. 
CA1 Chicago 26118 8. Usethe "General Quarters" | 
CA2 RAN Canberra 2611E* | rule. No US ships are at 3. Add the US CL San Juan 
attestations. | (Atlanta cl.) in hex 15018, 
| | speed 5, on turn 6. | 
GROUP 2 9. Use of US transports is 
| | | optional. MS 1 - 6 may be 
DD3 Wilson 13120 | placed in hex 2702C, speed 
DD4 Helm 1410C τ 
CA3 Vincennes 1311C* 
CA4 Quincy 1210C* 
CA5 Astoria 1110C* 
DD5 Jarvis 2501E 
DD6 Blue 2030E 


DD7 Ralph Talbot 0616F 


*Ships actually sunk in the battle. 


| SPEED 
Japanese - 6 

US Group1 - 1 
US Group 2 - 2 
DDs 5 thru 7 - 1 
MS - 0 
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| CAPE | 
ESPERANCE 
October 11/12, 1942 - 


HISTORICAL NOTES 


After Guadalcanal had been 
shelled several times by "The Tokyo 


Express" US naval forces. made an. 


attempt to intercept "the Express". 


On the night of October 11 - 12 the 


succeeded. The Japanese ships in 
the "Tokyo Express" sailed into a 


trap and lost one cruiser and one 


destroyer. The US lost one 

destroyer and almost lost a light 

eruiser to a very narrowly averted 

magazine explosion. The victory off 

Cape Esperance helped to raise the 
.| flagging morale of the US soldiers 

| and sailors in the Guadalcanal 
area. 


- CONDITIONS 


Light - Night 
. Weather - Slightly overcast 
Seas - Normal 


_ JAPANESE 
ΡΡΙ MHatsuyuki 0220B 
DD2 Fubuki* -0423B 
6ΑΙ Aoba 0322B 
CA2 Furutaka* 0222B 
CA3  Kinugasa 0123B 
AMERICAN 
DDI Farenholt 1713F 
DD2 Duncan* 1713F 
DD3  Laffey 1713F 
CA1 San Francisco 1813F 
|, CLI Boise 1813F 
CA2 SaltLakeCity 1913F 
.CL2 Helena |». I93F 
DD4 Buchanan 2014F 
DD5 McCalla 2014F 


SPEED 


Japanese-5 08-92 


SCENARIO LENGTH. : 


18 turns 


VICTORY CONDITIONS 
Victory conditions are standard 
(MI. 1). The Japanese player may 


win an automatic victory if he is 
able to exit two cruisers from the 


map between hexes. 1701 and 2001, 
inclusive. 


ORDER OF PUES 


ALTERNATIVES 


1. The gane πανε may 
add the BB Mutsu in hex 
0421B at the start of the 
scenario. The US may add 
one Maryland or Colorado 
class battleship. 


2. The Japanese may move 
freely at the start of the 
scenario. 


l: 


SPECIAL RULES 


Savo Island is composed of 
hex 1401 and all hexes 
within a two hex radius. 
Guadalcanal is composed of 
hexes running along a line 
from hex 2201-2204- ΠῚ 
2804. 


. The Japanese ships must 


maintain course, speed, and 
heading until fired upon. In 


addition, they may not fire | 


until fired upon. 


The CL Boise must use rule 


J-4.21 (Magazine explosion 
caused by turret hit). When 
using the first edition of this 
game, roll one die on the 
critical hit table each time a 


hit is made on one of the 


Boise's main turrets. 


The US cruisers have radar. 
The Japanese have night 
optics. 


The map is stationary. 


Both sides must use the 
formation rules (D9). 


| 
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ΤΗΕ FIRST AND SECOND BATTLES 
OF GUADALCANAL 


The First and Second Battles of Guadalcanal | 
are played exactly as found in the BATTLEWAGON rules book 


ORDER OF BATTLE VARIATIONS FOR 
THE GUADALCANAL BATTLES 


During the fighting in the 
| Guadalcanal area there were some 
| heated debates at the Japanese 

fleet headquarters concerning 
committing some of the idle 
Japanese battleships to the strug- 
| gle. The Japanese 'were excessively 
| cautious and decided not to use any 
more battleships in the battle for 
fear they might be lost. For this 


reason they continued to commit Allow the Japanese to add up to 
their ships in a piecemeal fashion two Nagato class BBs and two- 
which allowed the US to defeat the Yamato class BBs in the two. 
Japanese ships a few at a time guadalcanal scenarios either in 


which was relatively easy to do. If addition to, or in place of the 


found in those 
No more than one 


the Japanese had committed more battleships 
battleships to the campaign in one, scenarios. 


all-out effort they might very well Yamato class BB may be used in 
have overwhelmed the opposing Me any« one Scenario. j 
forces. | uu EE | 


THE BATTLE OF TASSAFARONGA - 


HISTORICAL NOTES 


In this scenario, the US naval 
forces surprise a contingent of the 
“Tokyo Express” as they try to 
unload supplies for Japanese army 
| units fighting on Guadalcanal. In 
ispite of being surprised, the 
Japanese managed to fire a salvo of 
torpedoes that had disasterous 
results for the Americans. This 
salvo managed to sink one cruiser 
and criple three others while the 
| Ja apanese lost onye one destroyer.. 


CONDITIONS 


Light - Night 
. Weather - Overcast, no moon 
Seas - Normal 


SPEED. 


Japanese-5  US-3 


November 29/30, 1942 


SPECIAL RULES 


There is land areas on the 
map. Savo Island is com- 
posed of all hexes adjacent 


to hex 0922. Tulagi and 
Florida Island are composed 
of an area northeast of a line | 
of hexes running from 0105 


- 0403 - 0401. The Guadal- 


. canal shoreline is composed 
of a line running from 2134 
.-1832-1829-2824. | 


ΑΙ US cruisers and Fletcher 
class DDs have radar. The 


Japanese have night optics. 


No Japanese DD except 
Takanami and Naganami 
may fire torpedoes until 
turn three. 


The map is stationary. 


Both side dust use the 
formation rule (09). 


18 turns 


| VICTORY CONDITIONS 


The victor y conditions are 
standard (M1.1) plus the Japanese 
get 10 victory points once per game | 
if they can move a DD into, or | 
adjacent to, hexes 2525 ,2624, 2124. | 
or 2823 for a total not to exceed 40 
victory points. 


ORDER OF BATTLE 
ALTERNATIVES. 
1. Add the CL Jintsu in 
1327B. jas | 


2. Add the BB Mutsu in 
19218. 


3. Add either the BB Mary- | 
land or the BB Colorado i in 
2009D. | l 
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| 4. Add the CL Helena and four . ^. UNITED STATES 
. Fletcher class DDs which ον ἃ | | o ; 
M d eee DDI Takanami 32448. DDI Fletcher 1713D 
detached for duties else- DD2 Naganami 1327B  DD2 Perkins 1713D 
where at the time. DD3  Makinami 1327B DD3 Maury 1713D 
DD4. Oyashio 1227B DD4 Drayton 1713D 
. DD5 Kuroshio 1227B CAl Minneapolis 1810D 
DD6 Kagero 1128B ΟΑ2 New Orleans 1810D 
DD7 Kawakaze 112968 CA3 Pensacola . 1910D 
» DDS Suzukaze 10268 CA4 Honolulu 1910D 
| i = CA5 Northampton 2009D 
tus ολ. ο ind λος Takanami DD5 Lampson 2109D 
| DD6 Lardner 


2109D- 


THE BATTLE OF KULA GULF 


HISTORICAL NOTES 


The Battle of Kula Gulf 
kapp ned as a result of an 
interception of the “Tokyo Express” 
as it was approaching the Japanese 
held island of Kolombangara in the 
central Solomons. This time both 


VICTORY CONDITIONS 


July 6, 1943 


SCENARIO LENGTH 


. 12 game turns 


Standard (M1. 1) 


SPECIAL RULES 


formation rule (D9). 


2. Add the BB Mutsu or the 
BB Hyuga for the Japanese 
and the BBs Maryland or 
Colorado for the US. κ 


3. There were rain squalls off | 


the map to the east. Place 
rain squalls anywhere in 


sides were equipped with radar and 1. There are land areas on the | map quandrants 'B' or 'D'. 
were aware of each others' presence map. All of the map area ! 
before the actual combat started. As west of a line running from 
| soon às the US ships opened fire the hexes 1101 - 1107 - 0609 - JAPANESE 
Japanese fired several salvoes of 0110 is land. The map area | 
torpedoes. Several of these hit and east of a line running from | --- | 
sank the cruiser Helena. At the hexes1434 - 1429 - 0826 - DDI  Niizuki 0712B 
same time, American radar 0130 is land. DD2 Suzukaze — 0612B 
controlled gunfire sank one | E DD3 Tanikaze 0513B 
Japanese destroyer and drove 2. The map is stationary and DD4 Amasiri 0413B 
another onto shore. Due to the high the 28xx hexrow is the kee 
rate of gunfire that the US ships north map edge. DD5  Matsuyuki 0314B 
were maintaining, τ Peer ος ολ DD6  Nagatsuki 092148 
supplies began to dwindle so the e Japanese uzuRi s 
ships headed back to Tulagi certain . andall US ships have radar. rg Satsuki 1158 | 
| that the victory was theirs. | | | | 
4. ΑΗ US ships must use the UNITED STATES 


; CONDI IONS DD1 Nicholas 1717A 

Light - Night | DD2 O’Bannon 1718A 

Weather - Clear, no moon - ORDER OF BATTLE CL1 Honolulu 1719A 

Seas - Calm ALTERNATIVES CL2 Helena 1720A 

| | CL3 St. Louis 1721Α 

SPEED 1. Add the CL Jintsu (Naka DD3 Jenkins 1722A 
Japanese - 6 US-4 cl.) in 0811B. DD4 Radford 


1723A 
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THE BATTLE OF KOLOMBANGARA 


HISTORICAL NOTES 


. Once again US naval forces 
ambushed a contingent of the 
| "Tokyo Express" off Kolombangara. 
| The US commander followed the 
same tactical plan as he used at 
Kula Gulf. The destroyers launched 
torpedoes and then the enemy ships 
were smothered in radar controlled 
gunfire just as the torpedoes hit. 
The plan worked but once again the 


Japanese loosed several salvoes of 


torpedoes faster than anyone 
expected. This resulted in heavy 
damage to three cruisers and the 
loss of one destroyer. The Japanese 
lost their flagship as a result of a 
barrage of radar controlled gunfire, 
| but no other losses were suffered. 


CONDITIONS 
Light - Night 


Weather - Bright moon. Rain 


squalls in hexes | 
1811, 1712, 1612," 


1613, “and 1514. 
E - Calm | 
SPEED - 
US-5. 


Japanese -4 


July 12/13, 1943 


SCENARIO LENGTH 


16 turns. 


VICTORY CONDITIONS 


Standard (M1.1). 


SPECIAL RULES 


l. All Us ships have TTA 


2. The CL Jatu has radar. 


All other Japanese ships 


have night optics. | 


.3. There τ land SW of a line 


running from hexes 0401 - 
0406 - 0108. | 


ORDER OF BATTLE 


ALTERNATIVES 


. 1. Add any two Japanese CAs 


or CLs. 


aa . 2. Remove both of the US crui- 


sers 


DDI 


CL1 
DD2 
DD3 


.DD4 
DD5 


DD1 
DD2 
DD3 
DD4 
CLI 

CL2 

DD5 


DD6 
-DD7 
DDs8. 


DD9 


JAPANESE 
 Mikazuki | 1606E 
Jintsu* ..1706E | 
Yukikaze . 1805E | 
Hamakaze | |. 1905E | 
Kiyonami 2004E 
Yugure . 


- 2104E | 


UNITED STATES — 


0620A | 


Nicholas | 

O’Bannon 0621A 
Taylor .0622A 
Radford |  0623A| 
Honolulu . d | 0624A 
HMNZS Leander 0625A 
Ralph Talbot 0627A 
Buchanan 0628A | 
Gwin* —— 0629A | 
Maury | ~~ 0630A 
Woodworth 


0631A 


*Ships lost in the historical battle. | 


-----. 1. 
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THE BATTLE OF VELLA GULF. 


August 6/7, 1943 


The Battle of Vella Gulf was 2. All US ships have Adarand - JAPANESE 


another situation where a Japanese . all Japanese ships have | 
supply group was ambushed and night optics. _ Ἵν ! i | 
sunk. Three Japanese destroyers ! | E Magik aze? αν, 1006D | 
were attempting to carry supplies 3. Landis present east of a line DD2 Arashi* — 1005D | 
-and reinforcements to Japanese of hexes running from 2820- DD3 Kawakaze* |  1004D| 
units on Kolombangara Island in - 2522-2534 and west of a line ῃ ΕΕ. | | 
the central Solomons. A flotilla of of hexes running from 0105- a osi οὗ ΠΕ | 
six US destroyers sank three out of 0306-0314-0115. | 
four enemy ships without loss to | | T 
themselves. This action is represen- E UNITED STATES | 
tative of several such small engage- o 
ments that took place during the ORDER OF BATTLE qe | 
fighting for the Central Solomons. AI TERNATIVES DDI Dunlap : 1526A 
| Ships sunk in this action are desig- Ἢ t DD2 Craven |. 1527A 
nated with an asterisk (*). | | | O] VO 
| | | 1. Add the Japanese CL Sen- picos μον | | IE 
| | dai in hex 1007D. | —DD4 Lang . 1526A 
CONDITIONS MD ON . . .PDD$ Sterret |. 1827A| 
| 2. Add two Japanese CAs or DD6 Stack : 1528A 


FEED CLs in 1007D. 

a Light - Night ] 

. Weather - Overcast 
. Seas - Calm 


o SPEED 
- Japanese 5 US 3 


GAME LENGTH - 


12 game turns. 


VICTORY CONDITIONS. 


The US wins by sinking three 
Japanese DDs; the Japanese win by 
sinking at least two US ships or by 
exiting one DD from the xx34 map 
edge. 


SPECIAL RULES 


1. Both sides must use the for- 
mation rule (D9). 
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THE BATTLE OF EMPRESS 
AUGUSTA BAY 


November 2, 1943 


_ BATTLEPLAN #4 


HISTORICAL NOTES SPECIAL RULES ORDER OF BATTLE 


| This baltie was an tient by 
[the Japanese to disrupt the US 
| landings on Bouganville Island at 
| the end of the Central Solomons’ 
| Campaign. The Japanese tried to 
| achieve another victory like Savo 
| Island but the US naval forces were 
waiting for the Japanese to attack 
| this time. In a confused action dom- 


The US has radar and the 
Japanese have night optics. 


The three US flush deck 


class destroyers are consid- - 


ered to be minelayers and 


may not fire torpedoes in 


this scenario. 


ALTE RNATIVES 


Allow the Japanese to add 
one BB of any class in hex 
0308C. The US may add one 
Maryland or one North Car- 
olina, or one South Dakota 
class BB in hex 27214A. 


| inated by American radar-control- Due tothe reflector effect of a oon ns ο... eee 
| led gunfire the Japanese lost one . the cloud cover starshells ας. 
| light cruiser and were prevented will not only illuminate 
| from attacking US troop transports. ships in the hexes that the 
| This engagement was a direct con- . ships themselves occupy, 
trast to the primarily torpedo but also all adjacent hexes 
| actions fought earlier in the Solo- as well. 
mons. Here the US forces, mainly | 
| cruisers, expended huge amounts of 
| ammunition to defeat the Japanese. 
CONDITIONS UNITED STATES JAPANESE 
‘Licht. Nish — DDI Ausburne 2820A CLI Sendai 0804C 
g ghi. ος , 
Weather - Overcast with rain — DD2 Dyson 2820A DD1 Shigure 0704C 
ο... y PRO  DD3 Stanly 2821A  DD2 Samidare 0603C | 
τέ © DD4 Claxton | 2821A  DD3 Shiratsuyu 0503C | 
CL! Montpelier 2721A CAI Myoko 0509C 
=œ CL2 Cleveland | 2722A CA2, Haguro 0408C 
ος CL3 Columbia 2723A CL2 Agano 0411C 
SPEED . CL4 Denver 2724A DD4 Naganami 0311C 
τη a | ο. DD5 Spence 2622A DD5 Hatsukaze 0210C 
Japanese 4 US 4 |  DD6 Thatcher 2622A  DD6 Wakatsuki 0110C 
| |. — "^ DD7 Converse 2623A 
| DD8 . Foote 2623A 
: νεο. |. DpD9 Renshaw 2812A 
VICTORY CONDITIONS m DD10 Breese | 2811A 
| i | ΠΡΙ Gamble 2810A — 


ἢ Standard : (MLD | i > DD12 Sicard | |  . 9909Α 


νο. αν O e A SIRAIN ον eee COM AE αμ τν ο ML e II αμ ORE V E νο ο Φον 


BATTLEPLAN #4 


BATTLEWAGON 


PAGE 55 


- CAMPAIGN GAMES - 


There are three major campaign 
games possible based on the naval 
battles taking place near the Sol- 
omon Islands. The first of these is 
the Solomon Island s Campaign. 
.| This campaign scenario simulates 
all of the major surface battles 
| fought in the Solomons and consists 
of the following scenarios which 
musí be played in the order given: 


Savo Island 
Cape Esperance 
. Guadalcanal 
Guadalcanal | 
Tassafaronga 
Kula Gulf . 
Kolombangara 
. Vella Gulf 
Empress Augusta Bay 


«ο ο0 -ᾱ σν σι α- οὐ το -: 


Two other campaign games are 
possible. The first of these consists 
of scenarios 1 thru 5 played in a 
consecutive series. This is the Battle 
for Guadalcanal and deals with all 
of the major surface battles fought 
in the immediate vicinity of 
Guadalcanal. The second is the 
Central Solomons' Campaign which 
deals with the naval battles for the 
Solomons in 1943, and consists of 
scenarios 6 thru 9 played in a 
| consecutive series. | 


mcm 
- ΩΡ, | 


When playing any of these three 
campaign games no order of 
battle alternatives may be used; 
only the historical scenario may be 
used. 


However, players may use ships 
that survive a previous scenario 
provided they are in good enough 
condition. These ships participate 
in exactly the same condition in 
which they found themselves at the 
conclusion of the last battle, except 


for the fact that all fires are 


extinguished. In addition, six 
attempts to repair damage by using 
damage control (J7) may be made 
before adding a ship to the next 
scenario. For example: the US DD 
O'Bannon participates in both 
scenarios 6 and 7. If it survives 
Scenario 6, it may be used in 
scenario 7. e 


Victory for the campaign games 
is judged by using the standard 
victory conditions. At the end of a 
scenario the point values for all 
ships that are damaged, crippled, or 
sunk are added up and the total is 
written down. Then, any crippled 
ships are removed from play for the 


remainder of the campaign. They 


Ed rt dá 
= SSS a eee = 


sir 
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are assumed to have been 
withdrawn for repair. The next 
Scenario in the series is then 
played; players may use surviving ` 


Ships from the previous scenario at 


their own discretion. Any other 
victory points for conducting shore 
bombardments, etc. are also added 
to the total. Sunken ships are 
obviousely not used in the 
remaining scenarios in the series. 
This procedure is followed for each 
of the scenarios in the series. Then, 
at the end of the campaign game, 
the total points for each player from 
each scenario in the campaign are 


added up. The winner is the player | 


with the lowest total damaged or 
sunk. 


As an example one should con- | 


sider the historical results of the 
Battle of Guadalcanal Campaign 
scenario consisting of the first five 


scenarios. Historically, the Japa- | 


nese lost two battleships, one heavy 
cruiser, and five destroyers for a 
total of 1445 points. The United 
States lost five heavy cruisers, two 
light cruisers, and eight destroyers 
for a total of 1354 points. The 
United States won since he has 
sustained fewer losses as shown by 
the point total. 


Christopher Miller 


Despite the glowing reviews I 
have read of Milton Bradley's 
Fortress America, | am largely 
disappointed by the game. How- 
ever, I applaud the attempt by 


Milton Bradley to come up with 


another exciting, introductory- 
level wargame in the Game- 
master series. ] say “attempt” 


because the game does not appear > 


| to succeed as a simulation using 
the rules as written. With all the 
| players performing at a level of 
equal competency, the end result 
of each game is the same: the 
slow, boring, eventual defeat of 


| the United States. The focus of . 


the problem seems to lie in the 
fact that the US is initially 
outnumbered by three to one, and 


that there is a limit of five units. 


in any territory. There is no 
significant difference between 
attacking and defending units on 
the combat results table. The US 
is almost always in a defensive 
posture throughout the game, and 
yet there are only two benefits to 
the defender in a combat 
situation. One 
| defender fires first and removes 
attacker's casualties, and the 
| second is a column shift defending 
in mountains and cities. However 
a territory can be attacked by any 
number of adjacent territories, 
though the defenders number five 
at maximum. Given the three to 
one invader units' advantage, 
through patiently-excuted at- 
tacks with overwhelming num- 
bers, the invaders slowly but 
inexorably achieve victory. 


is that the . 


Fortress America need not 
sit on the shelf. Excitement and 
balance can be restored with a 
twist of the 


applied to phase two of the Action 
sequence. This is the phase when 
battles are declared. Declaration 
of battles proceeds as written 
with the addition of the following 
rule: 


For all of the UM units 


in combat position for a particular | 


declared battle, up to a ,aximum 
of five , may actually participate 
in the battle for the territory. 
These units may be from any 
valid combat positions and may 


be of any type. The attacker | 


announces these units to the 
defender as units designed for the 
attack, and turns them upside 
down among other. units in their 
territories. These five (or less) 
units are the only units allowed to 
attack the territory, regardless of 
combat outcome. 


No other changes to the rules 
are necessary, and all of the 
special rules in subsequent 
actions still apply, including 
Second Movement and the five 
unitlimit per territory. The effect 
of this rule addition is that the 
defense becomes very strong, and 
attackers must orchestrate 
careful attacks on territories in 
order to capture them. Losses of 
bombers and other heavy units 
become critical to the attacker. 
The rule also stalls the invaders, 
allowing the US to build up lasers 
which can ultimately devestate 
the invaders. This, «in turn, 
increases the pressure on the 
invaders to finish the conquest of 
the US quickly. | 


The above rule rectifies as 
painlessly as possible what I 


consider to be a crutial flaw in 


Fortress America. There are 
many other options for restoring 
play balance in the game. One is 


| to allow partisans to pop up in 


ungarrisoned territories; one per 
territory. This creates mostly an 
annoyance behind the lines, but 


| rules. An 
instrumental change can be. 
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can give the invaders major | 
problems if several unaccupied 
territories are allowed to sprout 
partisans. Another suggestion is 
to simply eliminate the Southern 
Invader from the game 
altogether, so that the US does. 
not have to garrison its interior so | 
heavily. The US then has a better. 
chance to stop the invasions às 


they first arrive on the western 
and eastern shores. Although 


Fortress America is not without 
problems, it remains a highly 
flexible and adaptable addition to 
Milton Bradley S Gamemaster 
series. | 


Origins, Presente. 


ORCCON 11 


The Official Western Regional Strategy 
and Adventure Gaming Convention 


February 12-15, 1988. 


ORCCON 11 is the Game Manufacturers. Association’ 
(GAMA's) officially endorsed regional game conventio 
presented to supplement your annual game conventio 
schedule. Be sure to attend Origins this August in | 
Milwaukee, hosted by TSR, Inc.'s Gen Con*. 
ORCCON 11 is a complete Game Convén- ; 
tion, featuring 72 solid hours of tourna- | 
I ments, demonstrations, dealers, auctions, | 
flea markets, prizes, open gaming and 
much more including guests of honor: 


Greg Stafford of Chaosiumand | 
. Keith Poulter of World Wide Wargames - 


Scheduled events include scores of board, | 
role-playing and computer game events, | 
with all types of family, strategy and | 
adventure games featured. | 


ORCCON 11 will be held at the Los | 
Angeles Airport Hyatt Hotel, Friday, 
February 12th, through Monday, February 
15th over President's Day Weekend. Pre- 
register for only $20.00 if postmarked by 
January 31st. Please note that there are no 
separate charges for individual events (a 
| STRATEGICON tradition!). 
| To pre-register, or for more convention 
information contact: | 

STRATEGICON 

5374 Village Road 

Long Beach, CA 90808 
- or call (213) 420-3675 


Circle Reader Service #17 | 


BATTLEPLAN #4 


| EASTERN FRONT SOLITAIRE. 


TAKING ANOTHER 
ROAD TO MOSCOW 


By James E. Meldrum 


One of Omega Games’ most 
popular releases is Eastern 
Front Solitaire, a unique 
solitaire army/corps level 


simulation of the German 


| campaign in Russia during World 

War ll. Play begins with the 
initiation of hostilities and 
continues with monthly game 
turns until the end of the game in 
February, 1945 using a point-to- 
point movement system. 

Because this is a solitaire 
simulation with the "system" 
taking the place of a live Soviet 
opponent, player can use Eastern 
Front Solitaire as an 
experimental vehicle to examine 
how various alternative historical 
factors could have influenced the 
outcome of the War in the East. 
Players need only use some of the 
modifications in this article to 
examine some of these 
possibilities. Use of certain 
variants, however, will increase 
the length of the game so, 
| generally, only one variant rule 

A Should be used per game. Players 
may, if they wish, use one variant 
- for each side if they desire. 

All of the variant rules in this 
article use existing game 
equipment and mechanics 
wherever possible. If any of the 
variant material in this article 
conflicts with the regular game 
rules, use the game rules when 
resolving rules disputes. 


Russian Collaboration 

If the Germans control Kiev 
and occupy it with a garrison by 
the July 1942 game turn, no 
Soviet partisan operations are 
| allowed. This variant assumes 
that a more reasonable German 


occupation policy exists, and that 


there is a Ukrainian nationalist 

uprising. Also add one to all 

| German tactical modifiers for 

| each turn that Kiev is in German 

hands to reflect collaborationist 
support. 


Improved Axis Logistics 

Add two to all Axis supply line 
lengths during the Summer game 
turns. Add one to the length of 
Axis supply lines during all other 
turns. 


Japanese Invade Siberia 

Instead of renewing offensives 
in China, Japan makes an effort 
to coordinate an attack on the 
Soviet Union with Germany. The 
Russians lose their Siberian 


reinforcements normally received 


on the October 1941 game turn. 


German Redeployment 
From France 

This variant assumes that the 
Germans reduced their garrison 
in France and sent the surplus 
troop to Russia. Fro the June 1941 
turn, add six infantry and two 
armored replacement points to the 
German initial forces. 


Putting the Bulge 
on the Russians 
Hitler is assumed to hold the 
line in the west and launch a 
major attack on the Russians 
during the winter of 1944-45. Add 
six infantry and eight armored 
replacement points to German 
forces in the October 1944 game 
turn. | 


Germans Beat the Allies 
at the Bulge 

If the Germans won the Battle 
of the Bulge, forcing a separate 
peace, they could have shifted 
considerable resources to face the 
Russians. Could they have kept 
the Russians out of Germany? 
Find out by adding 15 infantry 
and 18 armored strength points to 
the German forces in the 
December 1944 turn to simulate 
the release of German forces from 
Italy and the west. 


German Gas Attacks 
The Allies discovered that the 
Germans had developed nerve gas 


and could have used it late in the - 


war. Such chemical weapons could 
have been delivered by artillery 
shells and by bombs from aircraft. 
This variant assumes that the 


Germans actually used nerve gas | 
against the Soviets in an attempt | 
to keep them from entering| 
Germany. Starting on the| 
January 1945 turn, all German | 
attacks are shifted two columns to | 
the right. This variant may also be | 


used in conjunction with the two 
"Bulge" variants in this article. 


Belligerent Hungarians 

Historically, the Hungarians 
did not enter the war until after it 
had progressed for some time. Use 


all units of the Hungarian Army | 
as initial units and allow German | 


forces to deploy in Hungary at the 
beginning of the game. 


Hostile Italians 
Italy did not enter the Russian 
campaign in any large numbers 


until 1942. To simulate an earlier | 


declaration of hostilities by the 
Italians, deploy the Italian Army 
in Rumania as an initial unit. 


Anti-Bolshevik Crusade 

Germany declares a crusade 
against communism and 
bolshevism. All Rumanian, 


Italian and Hungarian units 


deploy as initial forces, with the 
Italians deployed in Rumania. 


Axis Wartime Economy 
Surprisingly, the German 
economy did not switch over to full 


wartime production until 1944. As | 
a result, the German armed forces. 


did not receive supplies nearly fast 
enough to allow Hitler to achieve 


his goals. To simulate what might | i 
have happened if more supplies | 


had been available to the 


Germans due to a wartime | 


oriented economy, double German 
armored replacements (use one 
where none are given) to simulate 
increased German industrial 
production. Add two to all 
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. | EASTERN FRONT SOLITAIRE 


quantities’ of attack supply | Sainte 
received by the Germans, and one 
to all attack superiority ratings. 


Soviets Fortify Their Borders 
This variant assumes that the 


Soviet Army tried to conduct a 


forward defense of Russia. This is 
simulated by placing forts at 
Kaunas, Bialystock, Brest- 
Litovsk, Kovel, Lvov, Zhitomir, 
Belya Tserkov, Uman and Odessa 
in addition to those given in the 
regular game set up. All forts 


have a garrison of four Btrength; 


points. 


Use four N army counters 


to represent the extra forts. As 
these units are eliminated in 


.| combat, they are placed m the 


Soviet reinforcement pool. 


N — Balkan States 
By their neutrality, Hungary 
and / or Rumania are considered 
to be neutral and do not 
participate in the game. 


Free Deployment | 


Allow the Germans or both | 


sides to deploy their forces as 
| desired. | | 


No Italian Participation 

Hitler decides not to send the 
Afrika Korps to Africa, leaving 
that theater of the war exclusively 
to the Italians. As a result, add 
five points of armored units to the 
| German forces in the February 


1942 game turn and add one to all - 


German tactical superiority 
ratings for the remainder of the 
game. 


Motorized German Army 
This variant 
| complete motorization of the 
German Army through increased 
industrial production and 
utilization of captured enemy 


equipment. Allow the German. 


Army infantry units to conduct 
the exploitation movement and 
combat as though they. were 
| panzer. 


Yugoslavian Coup Fails 
The anti-Axis Yugoslavian 
coup attempt fails, so the 


assumes 


Germans do not need to intervene 
in the Balkans. As a result, the 
game begins in May 1941, 
resulting in an extra game turn. 
Play an extra game turn before 


beginning the game as presented 


in the rules. Weather in May 1941 
is considered clear and the 
Germans use the same quantities 
of attack supply points and 
tactical superiority as given for 
the June 1941 turn, 


Improved Carman 
Winter Preparation 
The Germans suffered during 
the winter in Russia because of 
inadequate preparation for winter 
warfare. To simulate a higher 


degree of preparedness for this 


kind of warfare, do not allow the 
Russians to receive a favorable die 
roll modifier for attacks conducted 
in the winter months. 


Νο Stalinist Purges | 
The Communist Party purges 
of the late 1930's robbed the Red 


Army of most of its effective 
leadership. If these purges had not 


occurred, or had passed over 
military ‘personnel, 
Army would have performed 


much better during the war, 


particularly the in the early 
years. When playing this variant, 


allow all Soviet Tank and Shock 
both | 
Exploitation movement and. 


Armies to conduct 


combat. 


SHORTER GAMES 

The only scenario in Eastern 
Front Solitaire is the Campaign 
Game of 45 turns. This is fine, but 
for those looking for “single 
sitting” game lengths, these 
shorter games are presented 
which end at pivotal points in the 
Russian Campaign. 

Each scenario begins on turn 
one and has a variable ending by 
Scenario. | 


| Barbarossa 
Ends March 1942 (game turn 
10). The player who holds Moscow 
wins. 


Sialingrad 


Ends December 1942 Gane | 


the Soviet 


turn 19). Use the standard victory 
conditions. 


Kursk 
Ends August 1943 (game turn 
27). The German player wins a 
marginal victory by holding 
Kursk; The Soviet player must 
meet all standard victory 
conditions and hold Kursk to win. 


Ukranian Collapse | 
Ends October 1943 (game turn 
30). In addition to meeting the 
standard victory conditions, the 
Soviets must hold Kiev to win. 
The German player wins if he 
holds Kiev. 


Destruction of 
Army Group Center 
Ends June 1944 (ains ‘turn 
37). The Soviets must meet the 
standard victory conditions and 
hold Minsk. Any other result isa 
German Victory. 


In the old of 
SQUAD LEADER 


| all faithful players 
should rally to 


μπι «55Η 


The source n in-depth 

. reports on all of the 
SQUAD LEADER games 

and gamettes, 

specializing in articles, 
new scenarios, and a 
national player rating 
System, 


For more information, ος 
write to: 
- On All Fronte- 
P.O. Box 265 | 
Marshall, AR 72650 | 


. 6T ή SILAJOS Jepeay AI 


One year, 12 newsletters, is only 
$12. 95 or a half year (6-issue) trial sub- 
scription is only $7.50. All payments must 
be in U.S. funds and made payable to 
M.C.C. Overseas subscriptions are $15. 00 | 


| per year for surface mail. 


BATTLEPLAN #4 


Over $1,500 in prizes to players 


| of GDW's Battle for MOSCOW 


| Beginning wargamers are encouraged to compete!! 


ο Yes, the free introductory wargame from Game Designers’ Workshop and 
Fire & Movements Beginners’ Guide to Strategy Gaming will be a major game 
competition to encourage new wargamers to try our hobby. 


BATTLE FOR 
“MOSCOW 
WINNER 


When Frank Chadwick of 
Game Designer's Workshop gave 
the pre-game seminar at the 
Gateway game convention in Los 
Angeles, the room was packed with 
commanders who would face each 
other in a wargame tournament in 
which they would compete for a 
share of the $1,500 in prizes. 


» In the weeks preceeding the 
competition, Diverse Talents, 
Inc. distributed over 2,000 copies 
of the free, introductory game to 
various gaming and hobby shops 
throughout the western United 
States. Diverse Talents, Inc. 
ability to reach a multitude of 
gamers was demonstrated as over 
150 gamers arrived, prepared to do 
battle. 


The tournament began at 9:00 
|. a.m. and continued until 7:00 p.m. 
In the end, there were 69 Russian 
victories against 77 German vic- 
tories. | 


All participants will receive a free copy of Battle for Moscow. Other prizes 
are listad in the right. adding un tanyer $1 500 in total να [λα] 


Jim Mattatall of Torrance, 
California emerged the champion, 


receiving his complete set of GDW | 


Europa games, mint copies of 


Drang Nach Osten and Untens- 


hiden, one year subscriptions to 
virtually every wargame maga- 
zine, etc. 


The runner-up was Robert 
Halpin of Grenada Hills, third 
place went to Ed Cooper, while 


fourth was won by Roger Whitney. 


Congratulations to all of the 
participants. These competitions 
are tough, and test the nerves 
pretty well. | 


You'll all get another shot at it 
since Diverse Talents, Inc. is 
planning to have another Battle 
for Moscow tournament at its 
next convention, ORCCON 11, 
which, by the way, will be the first 
ever GAMA “Regional Origins" 
convention. It will be entitled 


Origins West, 1988, and will be 


held Februaryl4th through 16th, 
1988 at the Los Angeles Airport 
Hyatt hotel. More information can 
be obtained by contacting: 


à Prize Awards | 


Unentschieden donated by The Weekend Warrior e Victory 
Game's Pacific War € West End's East & West Front Tank 
Leader e 20 back issues of The Wargamer € One autographed 
game cover sheet from RBM Graphics €1-yenr subscriptions to 
Battleplan, Breakout, CounterAttack, F&M, Grenadier, S&T 


Reich € 15 back issues of The Wargamer € One autographed 
game cover sheet from RBM Graphics € 6-month subscriptions 


A GDW $30 Gift Certificate e Victory Game's France 1944 0 
10 back issues of The Wargamer magazines eOne autographed 
game cover sheet from RBM Graphics € plus a bronze medal, | | 


A GDW $10 gift certificate e Victory Game's France 1944 0 5 


1st Prize 
Complete set of available GDW Europa Series Games ® 
Mint, unpunched copies of Drang Nach Osten! and 


and Wargamer magazines € plus a plaque and gold medal: 


2nd Prize 
GDW's Fire in the East and Scorched Earth Gumes 9 
Victory Game's France 1944 9 West End’s Against the - 


- to Battleplan, Breakout, CounterAttack, F&M, Grenadier, 
S&T and Wargamer magazines € plus a silver medal... 


. 3rd Prize 


4th Prize 


back issues of The Wargamer e plus a bronze medai. 


Winner Jim Mattatall (center) receives 
award from Frank Chadwick of GDW | 
| (right) while second place finisher Robert | 
Halpin (left) looks on. 


STRATEGICON 

c/o DTI . 

5374 Village Road 
Long Beach, California 90808 
or by calling (213) 420-3675 


HUDSON'S 
HOBBY GAMES 


P.O. Box 121503, Arlington, TX 76012 


Attactix, A.H., G.D.W., Nova, 
Peoples War Games, Quarterdeck, 


. Task Force, Victory, West End, 
3W, etc., plus Old & Rare Games. 


Mail Order 


FREE 
Shipping & Handling In The U.S: 
Send for Free Catalog Now! 


10% off any order with this ad! 


Circle Reader Service # 14 


Attention Retailers 
Manufacturers & Distributors 


(GAMA) Trade Show was designed for | 
| you! This is your opportunity to meet the | 


feature several useful seminars giving tips | 
on game displays, marketing, inventory | 


and conventions, plus much more! 
For more information on attending | 
March 20-22nd in Las Vegas contact: 


Circle Reader Service # 15 


TX 75086 orcall(214) 247-7981. 


The Game Manufacturers Association | 


Manufacturers, to ask questions and get | 
all the information about products old and | 
new. Enjoy a personal, one on one meeting! | 

` More importantly, this show will į 


control, dealing with “gamers,” local clubs | 


Howard Barasch, P.O. Box 867623, Plano, | 
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BATTLEPLAN #4 — 


The Relief of 
Wake Island 


“by James ; Meldrum 


| Wake island was one of the few 


US bases that did not immediately | 


| succumb to the initial Japanese 


| made to either relieve or evacuate 


| were forced to surrender before the 
navy could intervene, so the ships- 


invasions at the beginning of the 
war in the Pacific. When it became 


obvious that the Marine defenders 
on Wake Island were holding out, 
at least temporarily, plans were 


them. These plans depended on 
three small. US carrier task 
groups. | 


The final phase of the badik for , 
Wake Island began when two 
Japanese carriers entered the 
| battle. 
carriers were nearing Wake. Un- 


At this time, the US 


fortunately, the American soldiers 


were recalled back to their base at 


Pearl Harbor. 


If the Japanese and American 


| carrier forces had made contact, 


however, Wake Island could have 
been the first carrier action in the — 
| Pacific. This scenario may be used © 
| with Avalon Hill's Midway game. 


| to simulate what might have 
| happened if this battle was actually 
| fought. — 


Players must have. a copy of 


| both Avalon Hill's Midway and its 
. Coral Sea variant in order to play 


this scenario. Unless otherwise 
mentioned, all aircraft capacities 
and hit boxes are the same as in 
the Midway and Coral Sea rules. 


"The Midway search and combat 


| boards a are used in this scenario. 


. Rules: | 
ΑΙ Midway rules ε are in force 


| except as follows: 


Aircraft Capacities: 


CV Saratoga: F11, D12, T5. 


.- Maximum = 28 

CV Lexington: F7, D12, T4. 
Maximum = 26 | 

AP Tangier: use one of the Japan- 


Wake Island: 


THE RELIEF OF WAKE ISLAND 


ese AP's from Coral Sea. 

CAV Tone & Chikuma: 2F. 
Maximum = 2 (no other types 
allowed) | 

AV Chitose: F3, D3. 

. Maximum = 6 (no T allowed) . 


. All ships except the CAV's 
Tone and Chikuma taking hits 
with aircraft on deck will sink with 


| one Tess hit than required. 


For game purposes, Midway is 
Wake Island and Kure Island does 
not exist. Wake Island has a 


fortification value of 15. After 15. 


hits have been scored on Wake, no 
American air units may fly to or 
land on Wake Island. Use the 
Midway Reduction Table when 
resolving attacks made on Wake. 
Wake Island has an aircraft 


capacity of F2, D4 with a 


maximum of 4. One fighter (F1) 


begins the game on Wake Island. 


The Japanese player captures 


Wake Island by occupying it for | 


three consecutive game turns with 
at least two AP ship units. Upon 
surrender, Wake yields eight 


victory points to the Japanese 


player. No Japanese aircraft may 


base on Wake Island in this 


scenario. 


Japanese Order of Battle: 


Carrier Force: CV's Hiryu 
and Soryu; CAV's Tone and 
Chikuma. Start in any one of the 


| following areas: E2, E3, D2 or D3. 


Support Force: CA's Aoba, 


Furutaka, Kako (use Mogami) and | 


Kinugasa. Start in either 5I or 5H. 
Invasion Force: CL's Yubari, 
Tatsuta and Tenryu; AP's #1-4. 
Start in area H6. 
AV Chitose. Enter anywhere 
on west map edge in A3, A4, or A5 
on turn one. 


American Order of Battle: 
-© Task Force 14: CV Saratoga; 
CA's Astoria, San Francisco; AP 


Tangier (use AP5 from. Coral 
- Sea). Enters on the December 21 


night turn anywhere on the east 
map edge in I, 12, I3 or I4. 
Task Force 11: CV Lexington; 


CA's Pensacola, Chicago and. 


Indianapolis (use Portland). 
Enters on the December 22 0700 
turn anywhere in areas G7, H7 or 
I7. | 

Task Force 8: CV Enterprise! 
CA's New Orleans, Salt Lake City 
and Northampton. Enters on the 
December 23 1500 game turn 
anywhere on the east map edge. Ἢ 
© Wake Island: 15 fortification 
points, one F1. 


E Scenario Length: 


The scenario begins | on ‘the 
December 21 night turn and ends | 
at the end of the December 24 0900 
game turn. 


Special Rules: 


1. All US cruisers μασ ο one | 
from all anti-air die rolls because 
of faulty ammunition. Ἢ 

2. CV Saratoga begins the 


game overloaded, carrying an 
extra F6 which is intended to be 
flown to Wake. No air units may be 


launched from this ship until this 
unit has been launched. The F6 
may not land anywhere except 
Wake. The US player may jettison 
this unit and consider it to be lost 
through enemy action. Ἢ 

3. Neither player may conduct 
suicide (one way) missions. 

4. All AP ship units from both 
sides are governed by the Coral 
Sea rules affecting ΑΡ”. l 


Victory Conditions: 
Both sides receive 1/3 of a 


victory point for each air factor 


eliminated in combat. The | 
Japanese player also receives eight 


victory points for capturing Wake 


Island. The US player gets two 
victory points for each turn after | 
the December 22 1100 game turn. 
that Wake is still US controlled. | 

If the Japanese player captures 


. Wake, the US player may receive 


one victory point for each hit on | 


Wake (up to 15) after captune. by 


the Japanese player. = 

The player with the- lareeat 
victory point total at the end of the 
game wins. 


BATTLEPLAN #4 


-Gamer's Guide: 
Classified 


. The Gamer's Guide: Clas- 
sified is a service we provide our 
readers. As you might expect with 
ads of this kind, "let the buyer 
beware." This magazine makes no 


guarantees to any seller's claim, | 


nor is responsible or liable for 
such. You're on your own. 
.* Each ad is allowed 30 words 
of text plus a name, address and 
hone numbers (home, indicated 
y an H-; and work, indicated by a 
W-) and runs for three consec- 
utive issues (or, for Conventions, 
until thé convention begins, 
whichever comes first!). - 
© There are 8 categories in 
which you may place your own ad: 
Opponents Wanted, $1; Buy, Sell, 


Trade, $2; Game Clubs, $4; 


Conventions, $4; Publications, $8; 
Play-by-mail, $8; Retail, $8; and 
Wholesale, $8. The costs for run- 
ning different types of ads are as 
. indicated. l 

All ads should be sent, along 
with checks or money orders made 
payable to: 

-- BATTLEPLAN 

Dept:GGC . 

P.O. Box 8399 

Long Beach, CA 90808 


Opponents Wanted 
Wanted: Modern and WWII Micro Armor 
players. Challenger rules and Combined 
Arms or others. Other eras, too. 
|  —- Rolf Kirby 

15 San Mateo Rd. 
. Berkeley, CA 94707 
. H-(415) 526-2771 


Looking for Air Force (AH) or (BL) FTF 
layers in the LA area plus Dawn Patrol or. 


ings. Also interested in learning Up Front. 
‘Cory Wells 


P.O. Box 82 : 
Malibu, CA 92065 


Wanted-FTF or PBM opponents for most AH, 
SPI, TSR, 3W, West End Games, especially 
WWII, Civil War, Napolionics and Modern. 

John W. Leggat III 

1222 Calle Las Trancas 

Thousand Oaks, CA 91360 


Buy/Sell/Trade | 


For Sale: Victory’s Civil War, Vietnam, 
Korea, $15; AH’s Flattop, Squad Leader, 
Firefight, $15; AH's Gettysburg (new), 
Fortress Europa, 3rd Reich, $10. 

Ben Har 

10341 Lassen 

Los Alamitos, CA 90720 


For Sale: Lizard's coil in massive silver anbd 
tourmaline belt buckle $675. 

Gloria Massey 

5580 La Jolla Bivd. Suite 439 

La Jolla, CA 92037 

(619) 436-3865 


For Sale: Boardgames, all in very good 


condition, Many old and out of print. 

Wanted: computer games for C64. 
Richard L, Skimming 
Rt41Box159E τ 
Chattaroy, WA 99003 


Wanted: American Civil War games, Naval 
wargames of any periond, Quartdrdeck 
Yaquinto, Simulations Canada, and 
Stratomatic games. Send offers to: 
Jeff Wilson 

1929 Coronado Dr. 

Riviera, AZ 86442 

H-(602) 758-4584 


Wanted: Old, out of print, or unusual 


wargames. Very interested in Revolutionary 
War, WWI (esp. air combat), and Carrier 
warfare games. Send description and price 
asking. .- [ 

Kip Kohlman ... 

201 18th St. N.W. 

Minot, ND 5870 


For Sale: Punched: Strategy One, USN, 
Winter War, Battle for Germ. ο a 
Wooden Ships and Iron Men, U-Boat, Army of 
the Patomac and Tennessee, and Trieme. 
Mint: Shenandoah, Revolt in the East, 
Tannenburg, Hasting's 1066, Air Assault on 
Crete, and Ironbottom Sound. 

Jeff Wilson 

1929 Coronado Dr. 

Riviera, AZ 86442 

H-(602) 758-4584 κ 


Game Clubs : 


Santa Fe Springs Gamers Association, All 


types of BG's and RPG's. All ages. New 
members welcome! Tues/Thurs 5-9pm, 
Saturdays 9am-5pm. Town Center Hall, 
11740 E. Telegraph Rd, Santa Fe Springs, CA 
or call (213) 863-4896 during club hours. 


Las Vegas Hexagon Society invites all 
WARGAMERS to join the fun! All types are 
played! Sessions meet bi-weekly, Saturday, 
10am to 6pm. Call evenings for info. 

dames McCormick 

1450 Harmon Ave 224C 

Las Vegas, NV 89119 

H-(702) 794-3523 


Miami Gaming Club seeking new members. 


All types of bardgames played. We meet once | 


a week from 7-llpm, Thurs, or Fri.at 7200 
S.W. 7th St., Miami. Call for more info: 

e x: 64-9752. 
Steve: 271.5418 


Conventions 


ORIGINS WEST at the L.A. Airport Hyatt 


hotel, Feb. 12-15th, 1988. Pre-register for only. 
$20 by Jan. 31st, 1988. 72 'round the clock. 


hours of board, role-playing, miniature and 
computer gaming. For more information 
write: l 

Diverse Talents, Inc. 

Dept Origins West 

P.O, Box 8399 

Long Beach, CA 90808 

or call (213) 420-3675 


The Gamer's Guide Classified: 
Your guide to better gaming! 
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Publications 


Savage and Soldier is now in its 21st year. 


Published A oda ο at $15.00 per year and 
provides i 
wargames of the late Victorian Era (1870- 


. 1914). To subscribe of for more information 


write to: 
Savage and Soldier 
23902 S.E. 42nd Street 
Issaquah, WA 98027 
(206) 392-9771 


Fire 4 Movement is the independent forum 
of board and computer wargaming. The 
leading professional magazine of the hobby is 


now in its 10th year. Published bi-monthly, 6- 


issues are only $20.00. For more information 
or to subscribe write to: 
. Fire & Movement 
P.O. Box 8399 
Long Beach, CA 90808 
or call (213) 420-3678 


BREAKOUT! is the Australian gaming 


y which tovari all aspects of the hobby. 


ard, role-playihg, miniatures, computers 

and play-by-mail) in all the historical, fantasy 
and science-fiction genres. Subscriptions are 
$12.00 for 4 issues. For more information or to 
Subscribe write to: 

BREAKOUT! 

P.O. Box 8399 

Long Beach, CA 90808 

or call (213) 420-3675 


Play-by-mail 


Emprise Game Systems 


W FORCE EMPIRES with CorGaSyl. All 


the traditional adventures of play-by-mail 
without the usual drawbacks. Write for free 
additional information or send $4 for info plus 
rulebook. Member: GAMA, PBMA | : 

PPM Game Systems 

P. Ο. Box 9078-S/CM 

Van Nuys, CA 91409 


| Adventures By Mail 


Get a free starter package and 2freeturnsina 
mjor PBM gmae. No strings attached. Try it 
out before paying. Write to: E E 
` It’s a Crime 
P. O. Box 436 
Cohoes, NY 12047. 


GOLDRING » 
MINIATURES 


11605 GOLDRING ROAD 


NUMBER 8 


ARCADIA, CALIFORNIA 91006 


. Cirele Reader Service # 16 


— July 15th -- The sun rises early, 
and with it at your back you hope 
that the German gunners will not be 
able to sight well before it is too late. 
The orders have been given, the men 
are ready, and now it is up to you to 
press the attack and destroy the - 
enemies’ panzers.... The counter-. 
attack at Kursk has begun.... 


Fight this and other exciting 
battles with Goldring Miniatures 


highly-detailed, classical WWII 
armored vehicles. | 


ormation on uniforms, battles and ` 
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Game Designer's Guidelines for 
BATTLEPLAN magazine 

BATTLEPLAN publishes small, "mini- 
wargames" on occasion. While the designer is 
free to chose a "hot topic," the phyiscal format 
for the published game must be able to meet 
the publishing criteria below: 
> Map size, 11" x 17” maximum, although 
smaller maps are not only permisable but 
preferred. 
>Rules, no more than 3,000 words, if 
possible. Low complexity levels preferred! 
> Counters, up to you. They can be full color, 
if needed (avoid back-printing), on cut-out 
cardstock inserts (so don't have a lot of 
stacking, either, if you can help it!). 

2 Charts € Tables, don't go overboard. 

Begin by submitting a one page game 
proposal to: BP Games Editor, P.O. Box 8399, 
Long Beach, CA 90808. In it, describe 
generally the game you wish to design. 
Mention the topic, scale, complexity, and the 
number or counters, charts and tables that 
will probably be needed to make the game. 

If the proposal is accepted for 
development, you will receive a 'go ahead' on 
it, plus our standard "Poor and Obscure" 
contract (you didn't think you'd get "Rich and 
Famous" designing little wargames did 
you?). The pay scale varies, but it is around 
$130.00 per game design, plus a royalty if we 
ever publish it seperately as a boxed game 


(don't hold your breath). You'll owe us two | 


playtest copies of the game, plus a historical 
background article as well as designer's 
notes. We'll owe you the money, your name in 
the credits, and five copies of the game 
(presumably for your mother). 


Return With Article Submissions for 
BATTLEPLAN magazine 
| AGREEMENT 
This agreément between BATTLE- . 
PLAN magazine, a division of Diverse 
Talents, Inc., with its address at 5374 
vee Road in Long Beach, CA 90808, 
an 


Print your name here = 
(hereafter known as Author) of: 


Insert title of article submitted 
(hereafter known as Work 


WITNESSETH 
1, The Author affirms that no portion of the Work has 
been previously published, except for citations of 
portions of the work indicated to be such with due 
attribution. 

| 2, The Author affirms that no portion of this Work is 
concurrently submitted for consideration for publication 
elsewhere. l 
3. Should the Work be published in BATTLEPLAN, it 
shall be understood and agreed that the Author will be 
compensated upon such publication at the most recently 
published honorarium rate. 
4. Should the Work be accepted for publication in 
BATTLEPLAN magazine, the Author assigns all his 
rights, title and interest in the Work to BATTLEPLAN 
magazine, or its assigns, absolutely. 


Date Submitted: 
Social Sec. A 
Author's Address: 


City: . State: Zip: 


Writer's Guidelines for 
BATTLEPLAN magazine 


We are always looking for new contribu- 
tors, many of whom come from the ranks of 
our readers. Often our readers write their 
very first published articles for BATTLE- 
PLAN. If you feel that you can express 
yourself clearly on paper, we invite you to 
submit your variants and reviews to us. You 
may write on any game or other related topic 
which you enjoy that might be of interest to 
our readers. We will consider articles on any 
type of historical, political or military adven- 
ture gaming product, particularly new 
releases (for current reviews). Variants and 


scenarios to both new releases and old | 


favorites are particularly desired , however, 
they should be more of the *play- tested" 
variety and less "experimental" in terms of 


development and game balance. .. 
Manuscripts should be typewritten or . 


computer printed with a dark ribbon on white 
paper, double-spaced, and amply margined. 
Computer printouts should be ragged right 
(not justified!) and burst. Game titles should 
be in upper and lower case letters and 
underlined (eg. Russian Campaign). 

Game and product reviews should be 500 
to 850 words in length, presented in a brief, 


capsulized format (see the adjoining review - 


format guidelines). We are not looking for for 
in-depth analysis in a game review, merely 
brief concise descriptions of games. Variants 
of all sizes, but particularly short variants, 
clarifications and optional rules running 


from 350 to 1600 words are particularly : 


welcome, as are full blown scenarios. and 


"mega-variants" (with cardstock compon-.. 


ents). Note that a "word" is defined as five 
letters plus a space, or six characters. Longer 
articles are still welcome, but shorter articles 
are best to start with and easier for us to 
publish. 

Submissions will not be returned to 
writers, so only send us copies of your work, 


not originals. A cover sheet should be inclu-: 


ded with all submissions and contain the 
author's name (as you wish it to be pub- 
lished), address, telephone number, sugges- 
ted title, and the date submitted. A completed 
facsimile of the writer's agreement, left, must 
also be included with the article. 

Ease of editing will increase probabil- 
ities of article acceptance. The Editors defer 
to Fowler's Modern English Usage, Strunk 


and White's Elements of Style, and Webster's' 


New World Dictionary on matters of gram- 
mar, syntax, and spelling. 

All articles submitted automatically 
become the property of this magazine, In 


submitting an article, the author affirms that | 


none of the material is copyrighted, previ- 
ously published or concurrently submitted for 
consideration for publication elsewhere. 
BATTLEPLAN currently pays 1.54 per word 
upon publication. All submissions should be 


sent to: Editor, Pete Flahive, P.O. Box 8399, . 


Long Beach, CA 90808. Please include a 
stamped, self addressed post card for an 
immediate appraisal response. 

Some review copies of certain games are 
available at the office for established game 
reviewers. If you would like to write for 


ownership of the review copy as well as: 


payment, please contact the Editor, who will 
let you know if a review copy is available to 
send to you. The. Editor controls the writing 
assignments, with the assistance of the 
various magazine Department Editors. 


BATTLEPLAN #4 


Veteran Writer's Guidelines for 
BATTLEPLAN magazine | 

If you already have some experience 
writing for gaming magazines, here is a more 
detailed description of the different types of 
features found in BATTLEPLAN. 


GAME REPLAYS: 

This is a basic analysis of a game (or 
game turn) described by being actually played 
out. It is a nuts-and-bolts look at the 
mechanics of the game's operations, as well as 
Strategies and tactics, as described through 
the playing of a game or just a turn or two. 
Generally, 5-7 ms. page length is about right 
for a short Game Replay, although longer 


. pieces like those used in The General will be 
considered as well. Naturally, detailed 


examples of play, indicating specific board 
spaces and unit locations, combat results 
tables, die rolls, etc. almost entirely 
constitute this type of analysis article. A 
reader must really have felt like he has read 
a good, solid "test drive" ofthe game. 


COMMANDER'S NOTEBOOKS: 

In addition to Game Replays, we are 
interested in what we call the Commander's 
Notebook, or other 'how to play' articles. 
These discuss game strategies, tactics, rules 
subtleties, tricks, etc. The best of these type of 
analyses cover not only what is best/optimum 
play, but also show why the suggested 
strategies and tactics are best by examining 
alternative approaches to the game. In other 
words, they are true analyses. This type of 
article requires exhaustive playtesting, butis 


often the most rewarding. 


VARIANTS: 
While virtually any suggested change to 


a game is a variant for it, we are more 


interested in brief, intelligent variants. 
These might be of the Quick and Dirty 
variety (1/2 - 1 1/2 ms. pages), which are just a 
few sentences or paragraphs suggesting an 
optional rule or changes to existing rules. 
Alternately, they might be more comprehen- 
sive revisions of already existing popular 
wargames running from 3-7 ms. pages or 
more. 


SCENARIOS: 

Scenarios are complete 'games within 
games. They usually consist of listing - 
alternate órders of battle and victory 
conditions. Occasionally, an odd chart or 
table is required to round out the components 
for a standard game Scenario article. Length 
may vary, but should be about 3-7 ms pages. 


MEGA-VARIANTS AND SCENARIOS 

These babies are like the ones described 
above, except that they often require 
additional game components be created by 
the magazine such as counters, maps, charts 
and tables, game cards, etc. There's is no 
telling on the length, but the components 
must conform to the physical production 
limitations description as previously 
described under Game Design for BATTLE- 
PLAN. 


People Read Small Ads. 
You Just Did! 


Try an ad in the Gamer's Guide 
. Clasified section today. 


e Seg 
"e 
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4 Feedback Forum 


| This section is where we re- 

spond to the remarks made by our 
readers through their Feedback 
Cards. Perhaps your questions and 
| comments will appear here next 
issue. 


Don't cover games featured in 
Haie organs ie as N exus and The 
| General: 
R. Rochlitz, Middle Village, NY. 


Deuie Battleplan is an inde: 
jode magazine covering every 
manufacturer's games, there will 
always be some overlap with their 
"house organs." Our object is to offer 
variety, so that every issue covers 
| UE in everyone's game closet, 

Please consider reprinting issue 


#2. -Anonymous. ο... 


| ` At some point, we Eb PD. vill. 
The first two or three issues might be 
reprinted in the old SPI / S&T 


"book" format. This format was how 


they reprinted their earliest issues in 
super thick magazine "books," with 
six issues reprinted in a single book. 
We are still debating this, but expect 


it will be some time since the cost of 


reprinting is virtually. the same as 
printing a new issue. At that point, it 
becomes a matter of money. ! 


Battleplan is badly needed in 
the hobby and much appreciated. 
All is well, except the printing is 
sometimes blurred. 

-T. A. Baney, Waterbury, CT. 


. You need to proof read your copy 
better. l'm a terrible speller:and I 
caught several errors. 

-T. Moon, Tyler, TX. 


. Cleanupthetypos!  — 
K. ος Westmont, NY. 


Honestly, we'll be the last 
magazihe in this industry to claim 
perfection! Most of the material 
submitted for Battleplan is from the 
non-"professional" writers of the 
hobby, and that is fine with us. You, 
the average wargamer, constitute 
our writer pool, and we expect more 
bad grammar and a few more 


spelling errors to fall through the 


cracks. In the end, the object is for us 


to create variants, scenarios and 
strategy articles you can use. 
We are making a conscious effort 


to catch more of the spelling errors, 
though. As for the printing, beg- 


inning in our second year, after the 
circulation has built up a bit more, 
we Should be able to afford better 


paper, which will hold the ink better. - 


Look for that around issue #7. In the 
meantime, please bear with us. This 
magazine has to pay for itself to 
remain viable, so we are currently 
under ihe constraints of a tight 
budget while circulation grows. 
Perhaps you should consider giving 
gift subscriptions to all your friends 
for Christmas this year. See the 
special Gift Giver oe card in this 
issue. 


If you can keep the cost dox 
Battleplan. should be a hit for the 
experienced gamer. Α mini-game 
would be a welcome addition. 

-K. Ayres, Belfair, WA. 


Please do the Zulu War. 
-J. Matthews, W. Covina, CA. 


Early game feedback ratings 


have shaped the production schedule 


for the first Battleplan mini-games, 
and this is as good a place as any to 
announce what the schedule is 
developing into. - 

The highest rated game was The 
Rock, the hypothetical invasion n of 
Gibralter by the Axis during World 
War Π. Christopher R. Cummins, 
Editor of the Moves section of The The 
Wargamer, designed it for us and, 
depending how much development 
work there is to do, that gun should 
appear in issue #6. 

Zulu War also ranked. very high, 
and has been designed by Erich 
Faust, a. veteran writer for many of 
the hobby's review magazines. It's 
cute as can be, but we need some 
more blind testing from interested 


players before it will be ready to 


publish (anyone interested? ). 

Also ranking high were Case 
Bruder, which Alan Emrich and 
Rodger MacGowan are working on, 


but time for them is very limited; 


Battles for the Crimea, the introduc- 


tory Europa series game, which| 
'John Astell has accepted work on; 
and finally, the Invasion: Sicily|. 
mega-variant for Avalon Hill's 
Anzio game seemed to be ο] 
considerable interest as well (if| 
Brian Knipple of Virginia. Beach,| . 
Virginia, is reading this, go ahead " 
on the project!). — 


This magazine is a à great idea: 
especially for we solitaire gamers. | 


What, however, is CounterAttack 
magazine? 


-R. Yingling, Westminster, MD. 


Thanks Jor the kind words. Most 
wargaming is probably still done 
solitaire, so we know how you feel. | 

CounterAttack is the new mil-| | 
itary history magazine with a game | 


in each issue (sound familiar?). It's | 

being produced by Pacific Rim 
, Publishing, who are listed in the 
GAMA Directory at: 600 Las Vegas 


Blvd. South #450, Las Vegas, NV | 
89101. Jeffry (Grenadier magazine) 
Tibbetts will serve as publisher. You 
Should be able to get more details 
directly from Pacific Rim. 


l'd like to know more about | > 
Trench War. When did it come out? 
Is it new or out of print? | 
-J. Sprugeon, Kansas City, KS. 


Perhaps the game you’re 
referring to is Trench Foot, an out- 
of-print game of low complexity 
covering WWI trench warfare at the 
tactical level. 

The game was produced by 


Game Designers’ Workshop in 1980. 


It was designed by Frank Chadwick 


to be a good "beer and pretzels” 


game. Originally, it sold for $10. 
T he reason it was not a giant success. 


was because A House Divided came 
out at the same time (they were both | 


released at Origins that year), and. 


absorbed most of Frank's energies | 


when produced. 


Helicopters 


BATTLEPLAN 
Feedback Questions 


Issue #4 September / October 1987 


How to use the Feedback Response Card: 
After you've finished reading this issue of 
Battleplan, please read the Feedback 
questions below, and give us your answers by 
writing the answer-numbers on the card in 
the response boxes which correspond to each 
questions number. The response card is to | 
your right, on the bottom corner. 


Please be sure to answer all questions (but do 
not write anything in the box for question- 
numbers labeled "no question"). Your 
answers will help steer Fire & Movement and 
Battleplan magazines, which will, in turn, 
help steer the hobby. 


What the numbers mean: When answering 
questions, “Ὁ” always means NO OPINION or 
. NOT APPLICABLE. When a question 
requires a “yes or no" answer, “1” means YES 
and "2" means NO. When the question is a 
rating question, "1" is the WORST rating, "9" 
is the BEST rating, "5"isan AVERAGE κ 
rating, and all numbers in between express 
various shades of approval or disapproval. 


The following questions ask you to rate the 

articles in this issue [1 =poor; 9 — excellent; 

0 — no opinion]. Be sure to rate the article, not 

the game, book or product reviewed! 

1. Editorial 

2. Two New Squad Leader Scenarios 

3. Panzers at Kursk Scenario | 

4. Blue Max Campaign Game Variant 

5. Shogun: The Complete Game Replay 

6. Ambush Mission 17: Block Party 
Complete Mega Variant 

T. In Praise of Older Wargames 

8. Battlewagon Scenario Series 

9. Fortress America Variant 

10. TAking Another Road to Moscow 
Eastern Front Solitaire Variants 

11. Battle for Moscow Winner Declared | 

12. The Relief of Wake Island 
Midway Scenario 

13. Gamer's Guide Classifieds 

14. Writers Guidelines 

15. Feedback Forum 

16. Feedback Survey 

17. Issue Overall 

18. Cover Art 

19. Issue layout and design 


20-23. No question. 
24. Was this issue better than the last one? 


25. Assume that you don't subscribe to 
Battleplan. Would the quality of this issue 
alone motivate you to subscribe? 


26. How many others, besides yourself, will 
read this copy of Battleplan? 0 = none; 1-1; 
2=2;...9=9 or more. 


27. For how long have you had a continuous 
subscription to Battleplan? 0 =I am nota 
subscriber; 1 — This is my first through third 
issue; 2 = This is my fourth through sixth 
issue; 3 = This is my second continuous year as 
a subscriber; 4 = This is my third through fifth 
year as a subscriber; 5 = This is my sixth 
through eighth year as a subscriber, 6Ξ- [νο 
been a subscriber for over eight years. 


28. Did you send in the feedback card for your 
last issue of Battleplan? 


29. Your age: 1 = 13 years old or less; 2 14- 
17;3=18-21; 4=22-27; 5 =28-35; 6 = 35-45; 
7=46-59; 8 =60 plus. 


30. Your sex: 1 = male; 2=female. 


31. Your years of education: 1 =11 years or 
less; 2= 12 years (i.e. completed high school); 
3= 13-15 years; 4— 13-15 years and still in 
college; 5 = College graduate; 6 = College 
graduate still in school for a higher degree; 

7 = Masters or Professional Credentials; 

8 = Doctorate. 


32. How long have you been playing 
wargames? Q= less than a year; 1 = 1-2 years; 
2=3-4 years; 3 = 4-5 years; 4=6-7 years; 
5=8-10 years; 6-11-15 years; 7= 16-20 
years; 8 — 20-25 years; 9 =26+ years. 


33. What is the average number of hours you 
spend playing simulation games each month? 
0 — none; 1 = 1 hour or less; 2 =2-5 hours; 3 — 6- 
9 hours; 4 = 10-15 hours; 5 = 16-20 hours; 
60-11-25 hours; 7 = 26-30 hours; 8 =31-40 
hours; 9 =41 hours or more. 


34. How many wargames do you posses? 
0=none; 1 = 1-25; 2=26-100; 3 =101-150; 

4= 151-200; 5 = 201-250; 6 = 251-300; 7 2 301- 
350; 8 =351-400; 9= 401 or more. 


35. Since last issue, how much of your 
wargaming is done on a computer? 1 = none; 
2 = very little; ...5 = half; ...9— all. 


36. Since last issue, how much of your 
wargaming is played solitaire? 1 = none; 
2 = very little; ...5 = half, ...9 — all. 


37. How many game conventions did you . 
attend in the last year? 0=none; 1=1;2=2; 
...9=9 or more. 


38. What complexity scale are your favorite 
wargames? | =introductory; 2=introductory 
to low; 3 = low complexity; 4=low to 
moderate; 5 = moderate complexity; 

6 2 moderate to fairly complex; 6 =fairly 
complex; 7 —fairly to highly complex; 

8 -— highly complex. 


39. Pick one topic which you would most like 
to see more games and articles about: 

1 = Ancient (Rome, Greece, Biblical, 3000 BC- 
600 AD); 2Ξ Dark Ages and Renaissance (600 
AD-1600 AD); ἃ 230 Years War and Pre- 
Napoleonic (1600-1790); 4= Napoleonic 
(1790-1830); 5 =Civil War (1830-1900); 

6 = World War I (1900-1930); 7 = World War II 
(1930-1947); 8 = Post World War II (1947 to 
present); 9Ξ Present and future. 


40. No question. 


The following questions concern current 
wargaming hobby trends and issues. 

41. Are you currently a subscriber to Fire & 
Movement? 


42. Chose one type of Battleplan article type 
which you would like to see more of each 
issue: 1 = Quick & Dirty (short) variants; 


2zMega variant features; 3 = Secanrios; 


4= Errata; 5 = General interest articles (like 
Solo Play and The Art of Making Counters 
Beautiful); 6 = Classified ads; 7 = Game. 
replays; 8=Strategy articles and playing tips; 
9=Feedback Forum. 


. 43-45. No question. 


Rate the following proposed Battleplan mini- 
wargames on a 1 to 9 scale, with 1, 2, or 3 little 
interest in seeing the game; 4,5, or 6 
indicating some interest in seeing the game; 
and 7,8,0r 9 indicating considerable interest 


rar ο αρ O 


in seeing the game produced as a mini- 
wargame in a future issue of Battleplan. 


46. Seige and Sally. Α tacticallevelsiege and 
assualt of medieval castles. Variations on set- 
piece sieges would make each game 
interesting and different. 


4T. Bataan 1941. The U.S. Army vs. Japani in: 
one of the few non-amphibious battles in the 
Pacific. Operational scale (Regiments, 2-week 


turns), historical & free deployment scenrios, 
plus “What ifs?” 


48. The Phoney War. A hypothetical 
simulation of an October 1939 Anglo-French 
attack into Germany. Strategic scale (corps, 1 
month turns). Politics and gas warfare (is 
there a difference?) may be included. 


49. Davout at Auerstadt. First in the 
"Napoleon not at" series of games simulating 
the other battles of the Naopleonic era. Would | 

use the same, simple Napoleon at Waterloo 
System we all grew up with. This battles 
features Marshal Davout whos 27,000 men 
beat the main Prussian army of 63,000 while 
Napoleon fought at Jena, October 14th, 1806. 


50. Soult at Corunna. The second game in the 
above described series. This one featuring 
Marshal Soult vs. Moore at the ramparts of. 
Corunna, Spain in January of 1809. 


51. The American Revolution: Lexington and 
Concord. This would be a complete simple yet 
intriguing set of miniature rules: Could easily 
be a complete series. 


52-54 No question. 


The results of the following questions comprise the statistics in 
the Fire & Movement Games Rating Chart. After each game 
title there are six questions lettered “A” through "F”. Unless 
otherwise noted, these questions are answered with a “1” 
(poor) through "9" (excellent) rating. 


Question A- What did you think of the game's play balance 
and "excitement level” (was it challenging and interesting . 
for both sides)? In effect, how was it as a game? 


Question B- What did you think of the game's perceived 
realism (does it "feel" historically accurate)? In effect, how 
was it as an historical simulation? 2 


Question C- What did you think of the quality and 
"completeness" of the game's rules (was everything 
thoroughly explained, including examples and illustrations)? 


Question D- What did you think of the physical quality of 
the game's components (map, box, counter, art ἃς illustra. - 
tions, rules book, and/or CRT screen displays for computer 
games)? 


Question E. What did you think ofthe game overall, both as 
a game and as an historical simulation on a given topic and 
scale as well as the physical product quality? The single © 
value at which you rate this must be considered asa - 
synthesis of these elements, and the game's success at 
merging them. 

Question F- Did you receive your money's worth for the 
game? (1-- Yes; 2= No). 


If your have not played these games, or have not played them 
enough to be able to accurately evaluate them, simply place 0's 
in all the boxes. 


Shogun (MB) 

55. A (as a game) 

56. B (as a simulation) 
57. C (the rules) 

58. D (the graphics) 
59. E (overall) 

60. F (money's worth) 
61. No question 


Panzers at Kursk (TFG) 
62. A (as a game) 


63. B (as a simulation) 


64. C (the rules) 

65. D (the graphics) 
66. E (overall) 

67. F (money's worth) 


Blue Max (GDW) 

68. A (as a game) 

69. B (as a simulation) , 
70. C (the rules) 

71. D (the graphics) 

72. E (overal!) 

73. F (money's worth) 


Battlewagon (TFG) 
74. A (as a game) 

75. B (as a simulation) 
76. C (the rules) 

77. D (the graphics) 
78. E (overall 

79. F (money's worth) 
80. No question 


What makes a good wargame? 


Judge for yourself when you read the reviews which fill every issue of 


Fire & Movement magazine, the forum of conflict simulation. 


For over 11 years now, Fire & Movement has been serving wargamers as the 
leading independent forum of conflict simulation. F&M provides the most award 
winning in-depth game reviews, the kind that allow you to make the right buying 


In a recent readership survey, over 97% of F&M readers said that Fire & Movement 
had helped them make their buying decisions. With new wargames costing about $25 
to $30, if F&M can keep you from paying for even one wargame that you might not be 
satisfied with each year, you're already ahead on the $20 price for a one year F&M 


And because Fire & Movement is an independent magazine, it covers all the 
wargame company’s products, and serves as a “house organ’ ' to none. F&M is fair and 
critical in its feviews, and not afraid to cry "foul" if a game is less than it ought to be. 
Fire & Movement magazine; where great armchair Generals, like you, should turn 


What makes a good wargame 


better? The variants, new scenarios and incisive wargame strategy articles 
that constitute every issue of Battleplan. 


Now Fire & Movement, the highly successful wargaming review magazine, has 
a sister publication, Battleplan. 

Battleplan has a lot to offer wargamers who actively enjoy their hobby. Featured 
in every issue is either a "mega-variant" (including additional variant maps, cards, 
counters, etc.) on a current popular wargame, or a complete mini-wargame itself 
(11”x17” color map, 3-6 pages of rules, low to moderate complexity). Yes, Battleplan 
believes in "fun little" wargames you can actually finish in an evening! 


HARKE 
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Why not be a wargame recruiter? 
With the ultimate start-up kit, The Beginners' Guide to Strategy Gaming β 


We've created a specially prepared “tool” to help you bring new 
people to the fascinating hobby of historical simulation gaming. 
The Beginners” Guide to Strategy Gaming brings in the novice 
with ease and style, and comes complete with a copy of the 

GDW/F&M introductory wargame The Battle for Moscow. 

Articles include: The Basics, An Introduction to Game-speak, 
Notes for Solitaire Play, The Principles of War for Wargamers, A 
Beginners’ Wargame Library, and more. This could well be the best 

$5.95 you ever invested in your future as a wargamer! 


DTI publications are available at better game, 
book and hobby stores wherever wargames are sold. 


If you don't see them, be sure to ask for them!! 


decision. 


subscription! 


to before engaging in battle. 


Battleplan specializes in variants, scenarios, errata and strategy 
articles for popular wargames, too. To make this publication even more 
useful to active wargamers, each issue also includes a classified section 
for Opponents Wanted; Buy, Sell, Trade and other types of reader service 
ads. 

Battleplan is a users magazine for the active wargamer where old 
favorites find new life in variants and scenarios. Battleplan is where 
your hobby can be shared in every issue you read (or write for!). Enlist 
now and pick up a new Battleplan! — 
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These fine wargaming publications are also available direct from the publisher, Diverse Talents, Inc., 5374 Village Road, Long Beach, 
California 90808, (213) 420-3675. A sample issue of Fire & Movement is $4.00, and a six-issue subscription is $20.00. A sample issue of 
Battleplan is $3.00, and a six-issue subscription is $15.00, The Beginners' Guide to Strategy Gaming is $5.95. Canadian addresses must add an 
additional 60€ per issue for postage and handling, overseas addresses must add $1.25 per issue for surface mail. All payments must be in US funds, 


drawn on a US bank and made payable to DTI. Visa and Mastercard accepted. 
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$29.95 
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- You love playing games, but sometimes you'd rather build 
your own. Theres a lot of satisfaction in playing something you've 
personally created. 

Now you can with Wargame Construction Set" from SSI. 

This unique simulation lets you design and play a nearly 
limitless number of wargames 
that are as simple or complex as 
you desire. Start by drawing your 
own battlemaps. Place roads, 
rivers, bridges, woods, buildings 
and mines in any arrangement 
and scale you like. 

Fight four levels of combat, 
from man-to-man battles to 
- large-scale strategic campaigns. 

" Give your men and machines 
different UU ad as unit type, weapon type and firepower, 
movement and strength points. 

You can create scenarios from any period of military history, 
from Ancient wars with spears and catapults to modern conflicts 
using state-of-the-art missiles and tanks. Or you can forget about 
reality and create sword-and-sorcery fantasy adventures and 
science-fiction battles. 

If you get tired of designing, we’ve thoughtfully 
povoa eight ready-to-play games. Even these can 

be modified to suit your liking. 


TIR- ο 1 


— APPLE II 
Series | 


JBM PC = 


Compatibles — 


- COMMODORE. 
64/128 


Ready to shift from construction to destruction? Try B-24' - 

As a flight simulator, it lets you fly a World War II B-24 
bomber. As a combat simulator, it lets you try to bomb Hitler’s oil 
refineries in Ploesti, Rumania. Or get blown up trying. 


You command the lead B-24 Liberator which will determine the . 


course of action for the 460th 
Bomber Group. But first, you must 
learn to fly this cantankerous 
plane. Two simpler scenarios let 
you hone your flying skills before 
you go on to the real thing: 19 har- 
rowing missions over the flak- and 
fighter-filled skies of Ploesti. 

Once you're in the air, your 
first goal is to form up with your 
bomber group and race to the | | 
fighter rendezvous points. Your escort oben e can only stay up fora 
limited time, so don't be late. 

If you get hit, you'll have to decide whether to bail out or stick 
it out and do your job — reducing Ploesti's total oil production below 
what was accomplished historically. If you succeed, you'll be told how 
much you would have shortened the war in Europe! 


m — STRATEGIC SIMULATIONS, INC. | 
b ο 1046 N. Rengstorff Avenue, Mountain View, CA 94043 
(415) 964-1353 


—(M— ic e. A 


STRATEGIC SIMULATIONS, INC. 


Look for these exciting games at your local computer/software or game 

_ store today. All SSI games carry a “14-day satisfaction or your money back” 
guarantee. Write or call for a free color catalog of our full line. 

If there are no convenient stores near you, VISA and M/C holders can order 


by calling toll-free 800-443-0100, x335. Or send your check to SSI at the 
address above. (CA residents, add applicable sales tax.) Please specify com- 
puter format and add $2.00 for shipping € handling. 

© 1987 by Strategic Simulations, Inc. All rights reserved. 
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#112 Patton Goes to War 

Patton takes command of the II Corps, 
and attempts to break through to the 
Tunisian coast. Multi-scenario game in 
the Battles For North Africa series, 
designed by Vance von Borries. Links 
with Rommel at Bay and Decision at 
Kasserine. Retail $8.00. * 


#113 Battle of Abensberg 

Napoleon considered the 1809 
campaign, and particularly the twin 
battles of Abensberg and Eckmiihl, 
his finest military achievement. 
Abensberg features a fighting with- 
drawal by Austrian forces to a new 
position, followed by 

a set-piece French assault. 

Retail $8.00. 


#114 Battle of Eckmiihl 

The Austrian attempt to push the 
French into the Danube, foiled by 
Napoleon’s smashing right hook. 
Abensberg and Eckmühl, two of S&T 
publisher Keith Poulter’s Bonaparte 
series, can be linked to form a 
campaign game. Retail $8.00. 


#115 Kanev 

An operational east front game 
featuring the largest Soviet 
airborne operation of World War II. 
Exploitation, airlandings, reserve 
movement, a river crossing, 
partisans, etc. Retail $8.00. 


Complete: Samp hstion: Gare Inside : 


* Fewer than 30 copies remaining. 


—Subscribe now (4119-4120) and receive 8 issues for just $40.00. Other games included in your subscription will be #116 
Manchu, Richard Berg's game of the greatest civil war in history; 4117 North German Plain, a game from Chuck Kamp s in 
the Central Front series; #118 Iron Cross, man-to-man combat on the east front; #119 The Horse Soldiers, two games in the 
TSS™ series from Richard Berg; and #120 Nicaragua, a classic study of guerrilla war in the modern world. 


— Plus more military history now than ever before. #113, for example, has articles on the 1809 campaign, the Iran-Iraq war 
up to and including U.S. involvement in the tanker war, the Royal Navy 1660-1714, U.S. infantry divisional organisation 
in World War II, and the war in Chad. S&T is the hobby's premier magazine, and your guarantee of quality. Save money 
now by subscribing for just $40.00 for 8 issues (one year). 


Orders: World Wide Wargames (3W), P.O. Box F, Cambria, Ca. 93428. Visa/MasterCard (805) 927-5439 


Your Battleplan Experience Is Not 
Complete Unless You Are Also Reading 
Our Sister Publication: Fire & Movement. 


Do you remember...? 


Fifteen years ago, before role-playing and 
computer games became so popular, virtually 
every new game in this hobby was a new board 

- wargame. Yes, back in the early 1970's, wargames 
were emerging in numbers and prices were 
virtually all under $10.00 (A new SPI boxed game 
was $6.00, a new Avalon Hill bookcase game was 
$9.00). Many one-title wargame companies 
emerged, producing games on some of the most 
obscure topics (often with the most obscure rules!). 


In those days, wargamers bought virtually 
everything that was published because the 
demand exceeded the supply of quality wargames. 


Those days ended in the mid 1970's. More 
companies produced more expensive and higher 
quality games. Suddenly, real subjective buying 
decisions had to be made because wargamers could 

not afford to just buy every new title anymore. The 
. need for an independent review magazine, one 
that was not a house organ to any game company, 
was finally realized when Rodger MacGowan 
produced the first issue of Fire & Movement. 


Fire & Movement has been there for over ten 
years now. It has won the award for best 
professional magazine in the hobby an 
unprecedented six times! Why? Because F&M 
specializes in critical, intelligent, analytical board 
and computer wargame reviews. 


The leading writers in the hobby contribute to 
the success of F&M, crying fair or foul as new 
wargames are released. F£M also provides in- 
depth reviews of major wargames, giving the 
detail and analysis that unmatched by other 
wargame magazines. 


So, with Battleplan, you get all the variants, 
scenarios, replays and strategy articles. To make 
an intelligent wargame buying decision, you'll 
want to be sure to consult the latest issues of Fire 
& Movement, the independent forum of conflict 
simulation. 


Fire & Movement is available at better game and hobby stores 


or subscribe directly using the insert card in this magazine 


US 01/AA Sherman Tank 
Act Action Die 


Crew INPC WS DS 0-2 3-5 6-8 9 


5 48 +2 8 3911946 911946 
4 4 6. +18 912 911 946 911 
3 3 4 0.6 946 946 946 946 
2 Bete -1 6 946 946 946 946 
1 Tess] -ᾱ. ος 7315 919-732 


GE 1/N NCO 
Φ2ΝΡ (+1 if captured) 
IN: 5 PC: 8 WS: «2 MPA: 5 


Machine Pistol, 2 Grenades, 1 Panzerfaust 


Condition Special 


DIE 12 3 4 Α 5 

0-1 926 928 801 50 1833 
2-3 927 869 803 809 835 
4-7 835 835 835 819 839 


8-9 


802 802 928 


810 


816 


GE 2/X NCO 

+2 VP (+ 1 VP if captured) 

IN: 4 PC: 4 WS: +2 MPA: 4 
Machine Pistol, 2 Grenades 


NOTES; Enters open, cannon prepared, 
three crew visible. On first turn, do 913. 


GE 3/M Soldier 

« 1 VP 

IN: 4 PC: 7 WS:0 MPA:4 
Bolt Rifle, 2 grenades, 

1 Panzerfaust » 


Condition Special 
DIE 1-2 3 4 S 
0-3 803 928 928 812 
4-5 807 869 869 817 
6-7 825 808 834 813 
8-9 869 823 802 811 
GE 7/U Sniper 


+ 1 VP 

IN: 3 PC: 6 WS:0 MPA:4 
Bolt Rifle with Scope, 2 Grenades, 

1 Panzerfaust 

Medium Machinegun, Luger, 2 Grenades, 


Condition Special 

DIE 3 4 Bons 
0-3 928 819 807 971 
4 800 869 819 811 
5-8 801 928 809 812 
9 819 801 928 817 


NOTES: If GE 1 and 2 are both inactive, put 
Special Reaction A into effect for this German. 


GE 11/Q Soldier 
*1VP 
IN: 1 PC: 2 WS: «1 MPA: 3 
Bolt Rifle , 2 Grenades, 

Condition Special 
DIE 3 4 A S 
0-1 825 800 807 839 
2-3 819 800 801 $859 
4-7 824 858 810 817 
8-9 800 869 8135 811 


NOTES: If GE 10 becomes inactive, put 
Special Reaction A into effect for this German. 


GE 10/P Soldier 

+ 1 VP 

IN: 1 PC: 4 WS: 0 MPA: 3 
Machine Pistol, 2 Grenades, - 


Condition Special 
DIE 3 4 5 
0 801 801 813 
1-2 802 809 812 
3-7 803 801 816 


8-9 869 819 817 


Condition Special 
DIE 3 4 A S 
0-3 835 869 819 812 
4 869 835 822 816 
5-8 802 801 861 818 
9 866 835 831 839 


NOTES: If a GE 5 becomes inactive, put 
Special reaction A into effect for this 
German. 


GE 4/T Sniper 
*1VP 

IN: 3 PC: 6 WS: +1 MPA: 4 
Bolt Rifle with Scope, 2 Grenades, 

1 Panzerfaust 


Condition Special 

DIE 3 4 A S 
0-3 928. 928 916 859 
4-5 858 869 917 800 
6 955 800 915. 811 
7-9 869 928 803 812 


NOTES: If GE 2 becomes inactive, put 
Special Reaction A into effect for this German. 


GE 7/U Machinegunner 
+1VP 

IN: 3 PC: 6 WS: +1 MPA: 4 
Medium Machinegun, Luger, 2 Grenades, 


Condition Special 

DIE 1-2 3-4 A 5 
0-2 815. 515 864 818 
3-6 815-815 870 812 
7-8 870 800 802 813 
9 800 870 865 816 


NOTES: On first turn, use 815. 

GE 6 fires the MMG unless he or GE 8 is 

either wounded or inactive. 'f wounded, 

GE 6 assists GE 8. If GE 8 becoiaes inactive, put Special 
Reaction A into effect for this German. 


NOTES: If GE 4 becomes inactive, put 
Special Reaction A into effect for this German. 


GE 5/L Soldier 

4*1 VP 

IN: 3 PC: 4 WS: O MPA: 4 

Bolt Rifle , 2 Grenades, 

Condition Special 

DIE 1-2 3-4 A S 
20 929 810 807 843 

1-2 808 801 809 971 

3-7 802 869 867 812 

8-9 869 928 817811 


NOTES: If GE 1 becomes inactive, put 
Special Reaction A into effect for this 
German. 


GE 8/R Machinegunner 
+1VP 

IN: 2 PC: 0 WS: -1 MPA: 
Luger, 2 Grenades, 


Condition Special 
DIE . 1-2 3-4 A S 
0-2 815.815 820 813 
3-6 815-815 821 817 
7-8 823 800 824 833 

800 823 825 800 


NOTES: On first turn, use 815. Assists 

GE 6 unless GE 6 is wounded. If 

wounded, in which case GE 8 fires the MMG. If GE 6 
becomes inactive, put 

Special Reaction A into effect for this German. 


GE 14/Y Panzer V (Panther) 
+2 VP (+2 VP if knocked out) 

Action Die 
Act 
Crew IN PC WS DS 0-1 2-3 4-6 7-9 
§ 15578. a 909 :922 922-920 
4 45 05 x1*8-:923- 922-927 909 
3. 0; Oo: 20770922 922-909 909 
25523555. 247 6::920:-921:925 920 
1 1 4 -2 4 3924 919 919 840 


NOTES: Enters open; cannon prepared on entry. When 
open, three crew members visible. On first turn, use 920. 


GE 12/W 
+1VP 


Soldier 


IN: 2 PC: 5 WS: -1 MPA: 4 


Luger, 1 Grenade, 
Condition 

DIE 3 4 
0-3 869 862 
4-6 867 858 
7-8 865 856 
9 863 829 


Special 
5 
859 
833 
816 
811 


GE 9/Z Halftrack 
+2VP (+2 VP if knocked out) 

Action Die 
Act 
Crew IN PC WS DS 0-1 2-3 4-6 7-9 
5 5 8 +2 6 900 903 900 903 
4 4 6 +1 6 902 906 902 903 
3 3 4 0 A 903 903 903 902 
2 2 2 -1 4 904 900 900 906 
1 1.51.2 —2 .901 907 908.905 


NOTES: On first turn, use 900. Enters with 


cannon prepared and two crew visible. 


GE 13/V Soldier 


+ 1 VP 


IN: 1 PC: 3 WS:-1 MPA:3 


Luger, 2 Grenades 
Condition 

DIE 3 4 
0-2 868 860 
3-6 866 857 
7 864 840 
8-9 . 869 830 


Special 
5 
839 
817 
813 
812 
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WHO 4104540 JASSI MOVE 


The Errata Bank 


is the source for errata to in-print 
and out-of-print games. It has 
been compiled from official errata 
and magazine’s errata from over 
the past 15 years! 

There is a nominal charge of 
25¢ per page for photocopying. 
We're always looking for errata 
donations, too! To get a free list of 
available errata, write: The Erra- 
ta Bank, P.O. Box 98, Station "D," 
Toronto, Ontario, Canada M6P 
3J5, or call: (416) 767-4425. 


WHAT PRICE 
GLORY? 

The Game Collector's 
Guild knows... 


Classics, turkies, rarities, hard- 
to-finds, out-of-prints; we know | 
what they're worth! 


For more information write: 
The Game Collector's Guild 
P.O. Box 5239 

Laurel, MD 20707 


PEOPLE DO READ 
SMALL ADS. 


YOU JUST DID! 


To place your ad call: 
(213) 467-2266 


GAMA 


The Game Manufacturer's 
Association 

The trade organization for 
game companies as well as the 
distributors and retailers of fine 
Adventure Gaming products and 
sponsors of Origins. 

If you'd like more informa- 
tion, contact GAMA at: 3304 
Crater Lane, Plano, TX 75023 or 
call (214) 242-1516. 

Games are GAMA's business. 


es - 


FAST 
FACTS 
FREE! 


If you would like to know more about 
any of the games advertised or written 


about in this issue, simply use the free - 
Reader Response Card on the lower 


right hand section of*this page. Circle 
the numbers indicated below for each 
game on the card and send it to us today! 


Games and Accessories 


Circle # 
Απο ο (GDWY assesses X. 
Croissant Miniatures ........... 10 
Goldring Miniatures ............ 16 
Kies Bart σεις νο, 11 
Miegreys oro. de EU UA SEE TG NS 


Wargame Construction Set and 


Ce) AME Lut oS ιν t 19 
Services | | 

Strategic Moves 5. elio ss 2 
Operation: Contact .....:......... 5 
Tevex Discount Software ......... 6 
The Gaming House .............. 8. 
Game Play Hobbies... ....... 11 
Weekend Warrior, u.s. 12 
Hudson Hobby Games ........... | 14 
Publications . 

ο ο ο eo uei aD rs bo Eae d 
On ATI Ens. ο νεος 13. 


F&M, Battleplan and | ο κανά 
The Beginners' Guide to Wargaming 18 


Conventions e 
GAMA Trade Show .............-. 15 
ORGE ON TE uS ss ck esr 
Other 

Computer System .............. M i: 
Computer Printer (lx 


Game Manufacturers’ Association . 9 


Serious wargamers take note of the | 
Canadian Wargamers 
Journal 


This is a new and excellent little (8.5" 
x 7”) wargaming magazine recommended 
by the editorial staff of F&M. Each issue is 
full of reviews, variants, strategy articles 
and Canadian gaming news. A must for 
any grognard worth his salt. 

The price is $1.50 for a sample copy, or 
$9.00 for a six-issue, bi-monthly subscrip- 
tion. (US postage paid). 

Send checks to: CWG, 223 Whitehorn 
Crescent N.E., Calgary, Alberta, Canada 
MY IX. | 


Gamer as I have indicated by circling below: — 


must be in U.S. funds, drawn on a U.S. bank and made payable to DTI. 


Battleplan 


Gift and "Recruiter" New Subscription Bonuses! 
When you get a friend (who has not subscribed to Battleplan magazine within the 
last year) to take a subscription, or buy that friend a subscription yourself as a gift, 


we'll give you an extra free issue added to your Battleplan subscription! ^ 
As a subscriber to Battleplan magazine, you are the right person to introduce others to this exciting 
new wargame magazine. You know the value packed into every issue of Battleplan, with it's variants, 


scenarios, mini-wargames and reviews. Battleplan is also an independent magazine which covers every 
company's wargames. You know that your wargaming buddies should be sharing the new variants and 
scenarios that you are getting in every issue of Battleplan, so let's go get them! 


As a bonus, we'll extend your subscription by one issue for each friend you recruit or buy a gift 
subscription for. For example, if you recruit two friends and buy a third a gift subscription (Battleplan is 
definitely the right gift for any wargamer!), then you'd get three extra issues added on to your Battleplan 
subscription! = v dv VV me οκ S : 
| Okay, the fine print is that your must be a current Battleplan subscriber yourself to receive bonus issues 


added to your subscription for recruiting or buying gift subscriptions. Furthermore, the person who is being 
recruited or receiving your gift subscription must be a truly "new" subscriber, and have not been an 
Battleplan subscriber within the past year. Finally, full payment must be enclosed for each “recruited” and 
gift subscription. This offer is only good until the publication of the next issue of Battleplan, at which time it 


may be withdrawn (by not appearing), modified or continued. _ 


You must use the order form on the reverse side of this card to insure that we have all of the proper 
information! — ; : l | $ 


Please enter my subscri ption(s) for Battleplan, Fire & Movement, Breakout, or Space Gamer / Fantasy 


Ay te - Sample Issue 3 Issues ο | 6lssues — . 12lssues | Renewal? 
e Battleplan $4.00 — 1000 2000 ^ 3700 [Yes [Νο 
eFire& Movement — $400 1000 2000 37.00 []Yes [Νο 
λα 0- ο c - Wap v A πια νο ο” 
αρα ο Ὁ αἴ Ee. cou πρ Ue Mae CT δαν, 
Fantasy Gamer Ἢ $3.50 '990 1800  . 3000 [Yes — []No 


All subscriptions begin with the next issue published. Canadian addresses must add 60¢ per issue for 
additional postage and handling, overseas subscriptions must add $1.25 per issue for surface mail. Payment 


Payment is by: []check []moneyorder _[] MasterCard = [Visa Total Enclosed: — — 


Name _ 


Address ___ 


ολων ος . State/Prov — — ZipP.C. — 
| Credit Card number: — — DOM Ὅτ E αι a 2 | ei xpiration Date: ERA: 
Signature: | 


Octob er 1987 B attle plan . Expires December, 31st, 1987 
| Toreceive more information about products or services described in this issue of Battleplan, simply circle the reader response number on 
the card below and mail it to address on the reverse side. To assist you, a handy listing appears to the left of this Reader Service Card. 


(1 6 11 16 21 26 31 36 41 46 51 56 61 66 71 76 81 86 91 96 
2 1 4.9 ο ο 32 35 4» 47.52.51 82 87 22. D E 
3 8 13 18 23 28 33 38 43 48 53 58 63 68 73 78 83 88 93 98 
A 9 14 19 24 29 34 39 44 49 54 59 64 69 74 79 84 89 94 99 
5 10 15 20 25 30 35 40 45 50 55 60 65 70 75 80 85 90 95 100 


Please cirlce the number of the single most correct response in the reader survey section below: 


|. Whatisyourage? 1. Under 20. 2. 201929 3. 301939 4. 40to49 5. 50 years old or over 


II. Whatisyousex? 1. Male 2. Female Ill. Are you a current subscriber? 1. Yes 2 No 

IV. Your annual income? 1. $15,000 orless 2. $15-25,000 3. $25-35,000 4. $35-45,000 5. $45,000 + 
V. Your education? 1. Lessthan 13 years 2. 13years 3. 14to 17years 4. more than 17years 

VI. How many others read this copy of Battleplan? 1 2 3 4 5 6 7 8 9 CU 

VII. How much do you spend on games in a year? 1. lessthan $100 2. $1-300 3. $3-400 4. over $400 
VIII. Do you subscribe to The Wargamer? 1. Yes 2. No 

Address E | | «e 

City State/Prov Zip/PC 


Six-issue subscriptions to Battleplan magazine are $15.00 in the United States, $18.60 for Canadian and 
Mexican addresses, and $22.50 for overseas addresses. Payment must be enclosed in U.S. funds, drawn on a 
U.S. bank and made payable to DTI. The recruiter or gift giver (who must be a current Battleplan subscriber) 
ves a free issue of Battleplan added to his subscription for each new subscriber recruited or given a gift 
subscription. 


Recruiter / Gift Giver New Subscriber 42 


Name Name 

Address Address 

City State/Prov . City State/Prov 
Zip/PC Country Zip/PC Country 


New Subscriber #1 New Subscriber #3 


Name Name 

Address Address 

City State/Prov City State/Prov 
Zip/PC Country Zip/PC Country 

Name Place 
Address 14¢ 
City State/Prov Stamp 
Zip/PC Country Here 


Diverse Talents, Inc. 
Dept. BPS 

5374 Village Road 
Long Beach, CA 90808 


NO POSTAGE 
NECESSARY 


IF MAILED IN 
THES: 


BUSINESS REPLY CARD 


FIRST CLASS PERMIT #217 CLINTON, IOWA 


POSTAGE WILL BE PAID BY ADDRESSEE 


Diverse Talents, Inc. 

Attn: Reader Service Dept. 
P.O. Box 8234 

Denver, CO 80328-8234 


Fire & Movement Update 


Issue #55 of our sister publication, 
Fire & Movement will be available 
soon. F&M is the leading wargame 
review publication and the winner of six 
Charles Roberts awards for Best 
Professional Magazine. The entire 
hobby of board and computer 
wargaming, along with critical hobby 
issues and book reviews are covered in 
depth in a style that others only imitate. 
F&M is your wargame review magazine 
there to help you make the critical 
buying decisions in your hobby. 

Issue #55will feature a look at West 
End's East Front Tank Leader. Also 
covered will be Clash of Arms' The 
Emperor Returns and Avalon Hill's 
Patton's Best. From Sim Can, there 
will be reviews of Lebensraum and 
West Front. For computer wargamers, 
there's Microprose's Conflict in 
Vietnam and SSI's Gettysburg. 

Shorter reviews of Air Superiority, 
Against the Reich, Rommel in North 
Africa, Second Fleet, Battle Hymn, 
and Guderian are also included. 

In addition, regular features include 
all the latest news in On Point, current 
affairs in military intelligence in For 
Your Eyes Only, reader feedback and 
playback, book reviews, and the F&M 
Top 60 Wargames Rating Chart. 


Fire & Movement is available from 
better game and hobby stores 
everywhere, of directly from its 
publisher, Diverse Talents, Inc. Simply 
use the perforated yellow subscription 
postcard in this issue of Battleplan to 
order you subscription or sample copy. 


Fire & Movement magazine, where 


great armchair Generals, like you, 
should turn before battle. 


, 


There are only three 
types of wargames 


Those you'll certainly buy 
because they're on your "topic" at your 
"scale" (i.e., you may be someone who 
will by every strategic Civil War game 
you can find); 

Those you'll never play for the 
opposite reason (i.e., you would not be 
interested in an operational medieval 
naval game no matter how someone 
tried to interest you in it); 

And those you might buy. 
Perhaps it's a topic you enjoy, or an ad 
you saw looked interesting, or a friend 
recommended it. In any case, you'll 
want to read the reviews. Therefore, 
you'll want to read Fire & Movement 
magazine. Get your own copy today! 


Up Front (Avaloon HIil) 
132. A (as a game) 

133. B (as a simulation) 

134. C (the rules) 

135. D (the graphics) 

136. E (overall) 

137. F (money's worth) 
Command Decision (GDW) 
138. A (as a game) 

139. B (as a simulation) 

140. C (the rules) 

141. D (the graphics) 

142. E (overall) 

92. F (money's worth) 143. F (money's worth) 

93. No question 144. No question 

Destroyer Captain (QDG) Trial of Strength (Panther) 


94. A (as a game) 145. A (as a game) 
95. B (as a simulation) 146. B (as a simulation) 


Midway (AH) 

81. A (as a game) 

82. B (as a simulation) 
83. C (the rules) 

84. D (the graphics) 
85. E (overall) 

86. F (money's worth) 


Royal Navy (QDG) 
87. A (as a game) 

88. B (as a simulation) 
89. C (the rules) 

90. D (the graphics) 
91. E (overall) 


96. C (the rules) 147. C (the rules) 
97. D (the graphics) 148. D (the graphics) 
98. E (overall) 149. E (overall) 


99. F (money's worth) 150. F (money's worth) 


Napoleon and the Fortress America (Milton 
Archduke Charles (S&T) Bradley) 

100. A (as a game) 151. A (αἳ a game) 

101. B (as a simulation) 152. B (as a simulation) 
102. C (the rules) 153. C (the rules) 

103. D (the graphics) 154. D (the graphics) 


104. E (overall) 155. E (overall) 

105. F (money's worth) 156.F (money's worth) 
Civil War (Victory) 157. No question 

106. A (as a game) Raid on St. Nazire (Avalon 
107. B (as a simulation) Hill) 


158. A (as a game) 

159. B (as a simulation) 
160. C (the rules) 

161. D (the graphics) 
162. E (overall) 
(Avalon Hi 163. F (money's worth) 


Platoon (Avalon Hill) 
164. À (as a game) 

165. B (as a simulation) 
166. C (the rules) 

167. D (the graphics) 
168. E (overall) 

169. F (money's worth) 


Europe at War (Jedko 
Games) 

170. À (as a game) 

171. B (as a simulation) 
172. C (the rules) 

173. D (the graphics) 
174. E (overall) 

175. F (money's worth) 
176. No question 


108. C (the rules) 

109. D (the graphics) 
110. E (overall) 

111. F (money's worth) 
112. No question 


Caesar / Alesia 
113. A (as a game) 

114. B (as a simulation) 
115. C (the rules) 

116. D (the graphics) 
117. E (overall) 

118. F (money's worth) 


Flat Top (Avalon Hill) 
119. A (as a game) 

120. B (as a simulation) 
121. C (the rules) 

122. D (the graphics) 
123. E (overall) 

124. F (money's worth) 
125. No question 


Eastern Front Solitaire 
(Omega) 

126. Α (as a game) 

127. B (as a simulation) 
128. C (the rules) 

129. D (the graphics) 

130. E (overall) 

131. F (money's worth) 


Complete 
and return 
your 
Feedback 


card today! 


Back Issues are 
available only while 
they last! 
Order yours today!! 


Name Place 
Address 14¢ 
City State/Prov Stamp 
Zip/PC Country Here 


GATEWAY 1987 
Dept. BPP 

5374 Village Road 
Long Beach, CA 90808 
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